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BATMAN Reserved 


“polished in every aspect - from |he humorous 
storyline to the end of the blastin| 

The Comes Machine Top Score 


"... jjq|i’re|n fo|thef imeioff ounl^e t^abulous 
3D, hours of absorbing play - you name it, 
A#yager’s got it. And that’s not all: Ocean thr<|v| 
in a cassette soundtrack which has to be one of 
the mostraind-blowing pieces of #usic I’ve ever 
heard”. 

>&A*$iz&$t * I ?| || #| ft 


Special FX programmed the garr\e end have 
doi|#a great job, recreating the character of 
the originals with a hint of humour”. 

Amiga User hi 


"... scrolling 3C§graphics, the most 
impressive I’ve seen on the ST ... a great 
arcade formula andtlever graphics ... an 
excellent same that will keep vou playing 


Tb<i characters and backgrounds *r| t | 
striking - each are superlative - the 
A^mjga features a sou|dtr|ck in 
glorious remixed stereo*. 

The One r | 


ST Action 
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LETTERS 


It's Friday. It’s five to five... and 
it’s CRACKERJACK! Good, 
clean fun for all the family - 
well, apart from when Stu Fran¬ 
cis asks you to Take A Letter... 
“It’s a P! Do a stunt! Erm... pick 
up the Smarties from curry 
powder using your nose...” 



NEWS 


First shots of Activision’s con¬ 
versions of Dynamite Dux and 
Super Wonderboy, Electronic 
Arts’ Populous Plus: The Promised 
Lands, and Ocean’s Retaliator F-29 
and its conversion of Chase HQ. 


Christina Erskine checks out the 
state of play with States player 
Accolade. 
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30 RAINBOW ISLANDS 

Graftgold’s conversion of the cute coin-op is a corker. 






34 OCEAN’S BEACH 
VOLLEY 

Bump a bladder on the beaches of the world in 
Ocean’s French-produced sports simulation. 



IMF 

f 


70 

(Tynesoft) 

ild West Rodeo | 

38 


(Impressions) 

68 


(Accolade) 

62 

(Screen 7) 

34 


(Ocean) 

58 

(Firebird) 


30 

bow Islands 

(Firebird) 

65 

ping Gods L 

(Empire) 

72 

it Car Racei 

(MicroStyle) 

41 


(Image 

Works) 


47 

TIPS 

Help is at hand 

for anyone has- 


sled with... 


56 Forgotten Worlds (US Gold) 

48 Licence To Kill (Domark) 

54 Millenium 2.2 (Electric Dreams) 

56 Populous (Electronic Arts) 

47 Rick Dangerous (Firebird) 

56 RoboCop (Ocean) 

56 Silkworm (Virgin Mastertronic/Sales 
Curve) 

53 Xybots (T engen/Domark) 
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PLAY GUIDE 

How to be good at Electric 
Dreams’ Wicked, thanks to prog¬ 
ramming team Binary Vision. 




COMPETITION 

Win a megablaster of a different 
kind... a portable ‘Brixton brief¬ 
case’ complete with stereo 
radio, cassette deck, Compact 
Disc player, detachable speak¬ 
ers, buttons, lights, and a hand¬ 
le. 



DEMOS 

Sampled silver screen sounds 
from RoboCop and Star Wars, 

plus a display of ray-traced gym- 



41 XENON II: MEGAB¬ 
LAST 

Twice the thrills and spills of the original in the Bitmap 
Brothers’ brilliant blaster. 

GRAPHICS 

Pixel perfect pranks with resi¬ 
dent Rembrandt Phil South. 
This month’s highlights are... 
highlights would you believe. 

ARCADES 

Gary Whitta gets to grips with 
WWF Superstars and indulges in 
some less legalised brutality 
with Gang Wars and Crime City. 

FEATURE 

Comic book artist and writer 
Dave Gibbons talks about 
Watchmen, his next work, and 
computer art. 

BACKSPACE 

Having successfully converted 
Taito’s Rainbow Islands from coin¬ 
op to ST and then to Amiga, 
Graftgold’s Andrew Braybrook 
gets his side of the port-over 
argument off his chest. 


THE ONE’S GUIDE 
TO PRICE, RELEASE 
DATE AND 
EVERYTHING 

Y ou may be used to reading reams of opinionated 
waffle elsewhere, but here we prefer to let the 
games speak for themselves. Relevant scenes are 
shown, with informative captions used to convey the 
‘feel’ of the game in question. At the end of each 
review there are opinions highlighting any good and 
bad points, prices, release dates, and ratings where 
possible. Basically, there’s something for everyone - 
at best a review, and at worst a highly detailed 
preview. There’s nothing clever, just straightforward 
facts and ratings. Updates will follow where appropri¬ 
ate. 


And now the ratings... 

GRAPHICS Not necessarily how colourful or well 
drawn they are, but how well they fit in to the overall 
effect. 

SOUND Again, not necessarily quantity or indeed 
quality of sound, but how well it’s used. 
PLAYABILITY How does the game feel? Is it addictive 
or just plain uninteresting. 

VALUE Essentially a reflection of lasting interest - 
how much game you get for your money. 

OVERALL A useful point of reference - essentially a 
summary of the preceeding ratings. 


THIS MONTH’S 
HOT HIPSTERS 


GARY PENN 

Rainbow Islands and Xenon II: Megablast get the thumbs 
up from t’Ed. 

CIARAN BRENNAN 

Twice Kick Off League Champion and man at C&A Ciarin’s 
tastes are many and varied. A Pringle jumper and Grand Prix 
Circuit recently got his pulse racing. 

BRIAN NESBITT 

The self-confessed homosapien likes people and computer 
games. Bri’s tips for the top are Xenon II: Megablast and 
Stunt Car Racer, which he reckons you can expect to see 
disking their way up the charts in the near future. 

GARY WHITTA 

Wiley Whitta wevels in weally wacey wares, leaning more 
towards the arcade style of game. Rainbow Islands and 
Quartz hit the spot this month. 


KATI HAMZA 

The former ZZAP! Assistant Editor likes her software like 
her men... hard, fast, playable shoot ’em ups. and sporty 
simulations. Kick Off and Xybots are still tickling her fancy. 


STEVE COOKE 

ACE’s Editor prefers to put his mental reflexes to the test 
with such taxing text teasers as the Infocom range of 
interactive fiction. 
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LETTERS, The One, Priory Court, 30-32 
Farringdon Lane, London EC IR 3AU. 


ON 


MEMORY 

SCANNERS 

Dear Sir, 

* I’m an avid reader of most Amiga magazi¬ 
nes, and on reading the write-ups and reviews of 
Time Scanner I decided to go ahead and buy it. 
However, after getting home I found that it did not 
load and returned the disk to Activision. 

Following a telephone conversation on June 13th, 
my wife was informed that Time Scanner is a I Mb 
game and will not load on a standard Amiga A500. 

A hunt through all of my recent magazines revealed 
no report of this at all. Following another telephone 
conversation I was told, and I quote: “we only found 
out last Thursday (June 8th).” How can anyone who 
produces games not know whether or not they are 
I Mb-only until after they are in the shops? 

S Brown, New Addington, Surrey. 

I Activision’s software development mana¬ 
ger, Charles Cecil, has this to say on the 
subject: “ firstly , / fully understand your annoyance at 
not being able to load Time Scanner. Your letter, 
however, contains some inaccuracies that do not 
reflect the overall situation. Time Scanner will load 
on all pre 1.3 Kick Start Amigas, regardless of 
memory. When the product was released, we were 
not aware of any changes that Commodore were to 
make to the Amiga. It was only when the Amiga 1.3 
entered distribution that the problem was discovered. 
Commodore has never publicly admitted that there 
are significant changes to the operating system. It was 
only on June 13th, as stated, that we discovered that 
the new model had a slightly reduced RAM availability. 
In the case of Time Scanner, the code is fully packed 
into RAM, and so the reduced RAM capability of the 
new Amigas causes the game to crash. With a I Mb 
expansion, the extra memory is made available again, 
allowing the game to run. Had we had any advance 
warning of the changes from Commodore, then this 
situation would not have arisen. / would like to offer 
our apologies to all those who have experienced 
incompatibility problems with Time Scanner, and 
can assure you that all future titles will be fully 
compatible with the new system. ” 

TITES COME 
DOWN 


Dear The One, 

You made a mistake in Issue 10 on page 22 
to be precise. Stalactites can not fall from a ceiling, so 
surely you must mean stalagmites. 

Ben Williams, Bradmore, Pennfields. 

I Nobody likes a smartarse - especially one 
] who doesn’t get his facts straight. Collins’ 
dictionary describes a stalactite as ‘a cylindrical mass of 
calcium carbonate hanging from the roof of a limesto¬ 
ne cave’. Anyone else fancy their chances? 


AFFAIRS OF THE 
HEART 


Dear Sir, 

Further to Phil South’s Grafix article in the 
July issue, in which he pays tribute to Eadweard 
Muybridge’s pre-conflake activities, I felt the following 
lesser-known part of Muybridge’s life worthy of 
mention. 

Muybridge, having married in his early forties, 
discovered through letters sent to his wife, Flora, that 
she had a lover, one Colonel Larkyns. 

On October 17th 1874, Muybridge sought out 
Colonel Larkyns at the Yellow Jacket silver mines not 
far from San Fransisco. He greeted the Colonel with 
the words: “Good evening Major, my name is 
Muybridge and here is the answer to the letter that 
you sent my wife.” Mybridge then shot Larkyns, killing 
him on the spot. 

The subsequent trial in San Fransisco was interna¬ 
tional news, as Muybridge was by then quite well 
known. In the end he was acquitted and subsequently 
raised Larkyn’s child (borne by his wife) after his wife’s 
death a few years later. 

This almost totally useless piece of information was 
lifted from the sleeve notes of Philip Glass’ excellent 
album. The Photographer, which is far more enjoyable 
to listen to than the dreadful ‘meep meep’ noises 
made by my Atari. 

Mark Pierce, Northwood Hills, Middlesex. 


I You never know what kind of a Pandora’s 
box you’ll open by stating a couple of 
seemingly innocuous facts in these pages. By the way, 
does anyone know anything about the life and times of 
Vincent Van Gogh? 


FANCY A SPIN? 


Dear Sir, 

I am writing about the review of Test 
Drive II featured in the June issue. Both PC and 
Amiga versions were catered for in the review, but 
what about the ST? Is there no ST version, and if so 
why not? The game is easily within the computer’s 
capabilities, so is this brilliant game never going to 
grace the screens for ST owners? 

Tom Williams, Milton Keynes, Bucks. 


I Sincerest apologies Tom, the lack of an ST 
panel in that review was an unforgiveable 
error, but it could also have been a blessing in 
disguise... since that issue went to press, we have been 
informed by Accolade (the Test Drive people) that 
all future product will be developed for the ST- albeit 
slightly behind the Amiga and PC. See this issue’s 
Grand Prix Circuit review (page 68) for further 
details. 


OUT FOR BLOOD 

Dear The One, 

Congratulations on producing an interest¬ 
ing and professional looking magazine. I think that 
your balance between screen-shots and text is just 
right and that most of your features are great - 
especially the Work In Progress. 

However, I do have one small complaint. I think 
that Blood Money (June Issue) was severely under¬ 
rated, and to make matters worse, the review had no 
colour, giving the game a dull appearance. 

I know that reviewing is a matter of personal taste, 
but there is no excuse for giving the best Amiga shoot 
’em up to date a measly score of 74%. Perhaps Mr 
Whitta should stick to flight simulations? 

I don’t mean to be rude, but if I had not bought 
Blood Money before reading your review I would 
have missed a great game. Could you please let DMA 
design know that somebody out there actually liked 
their game. 

Carsten Brandt, Roskilde, Denmark. 


You’re being a little hard on Mr Whitta, 
I’m afraid, because although he did actually 
review the game, the Overall rating was a result of a 
group decision (as all rating in The One are). No 
matter how hard we try, there’s no way that we can 
agree with everyone’s tastes all of the time - but 
hopefully we get it right more often than we get it 
wrong. 


ARCADE RATES? 

Dear The One, 

I think yours is a great mag but I have one 
or two points to make about it. 

1) Why not have a percentage rating in your 
arcade section like C+VG? This makes it easier 
to read at a glance. 

2) Why was there no review of the release of that 
great game Dragon Ninja? 

3) Are we going to see some freebies in the future 
(posters maybe)? 

Keep up the good work. 

Paul Scally, Penicuik Scotland. 

Right... we don’t rate arcade games for a 
couple of ratings: firstly, we generally 
don’t play coin-ops for as long as we play other 
computer games, so for that reason it would be unfair 
to try to make comparisons - also, it only takes a few 
pence for you to find out for yourself if you like an 
arcade machine or not, so what do you need a rating 
for? On your other points, it’s impossible for us to 
review every single product released in a month 
(although we do at least try to keep you informed of 
all releases) and yes there will be more freebies 
coming your way in the very near future. 
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# Cest la vie: the French are revolting! 

# Stange goings on in Silly World! 


POPULOUS 

EXPANDS 


E 


F IRST mentioned way 
back in Issue Five, the 
expansion pack for Elec¬ 
tronic Arts’ classic Populous 
will be released next month. 
Fittingly entitled Populous: 
The Promised Lands, the 
expansion pack takes the form 
of a data disk which is loaded 
into the original program in the 
same way as a saved game 
would be. 

The Promised Lands is effec¬ 
tively a new Conquest game. 
Bullfrog Productions has put 
together another 500 worlds 
to conquer, spanning five new 
types of terrain. In addition the 
computer intelligence has been 
beefed up, and since the char¬ 
acters now behave differently 
depending on the landscape 
they populate, there’s even 
more need for forward plan¬ 
ning and strategic thought. 

Populous: The Promised 
Lands will be available on a 
single disk which loads on both 
the ST and Amiga and costs 
£9.99. Could this be the first of 
a series of expansion packs? 
“Possibly”, says Bullfrog boss 
Peter Molyneux, “but we 
won’t be doing any more just 
yet - we’re too busy with 
Populous II.” We wait with 
bated breath... 



S addle up pardner 

and indulge in a bit of 
rootin’ tootin’ divine intervention 
in the Wild West. Here Cowboys fight 
it out with the Injuns for supremacy. 

In this landscape the conventional Knights 
have been replaced on the Indian side by a mad 
chief who massacares cowboys with his tomahawk, 
while the cowboys send out the Lone Ranger! 


T he Bit Plains - an entire world made 
from computer listing paper. Every¬ 
thing here is computer-orientated - even the 
houses. Players start out living in a menial calcula¬ 
tor, and as you expand, the settlements upgrade to 
a PC, Amiga, Macintosh and finally a huge Cray 
XMP Mainframe! 





















































































































































TOP TEN 

(Month Ending July ’89) 


Compiled exclusively for The One by SOFTWARE CIRCUS 
LTD. The Plaza on Oxford Street, 120 Oxford Street, 
LONDON WIN 9DP. Tel: 01 4362811 

X success * or Gold’s cert¬ 

s' version of Forgotten Worlds. 


S illy Land! 

Here the in¬ 
habitants of this whacky 
Sentinel-like chequerboard 
world sport huge out-of- 
proportion potato heads 
whose expressions change, 
depending on how the con¬ 
quest is going. And nothing 
is what it seems - many of 
the game’s algorithms 
have been turned on their 
heads, so, among other 
things, your population de¬ 
creases while in settle 
mode. Weeeiiirrd!!! 


S pecially included to coincide with 
the 200th Anniversary of the 
great event. Revolution Francaise pits the 
French peasants against the might of the 
aristocracy in a struggle for freedom. Watch 
out for the pavement cafe’s, windmills, guilloti- 
and onion sellers! 


(Electric Dreams) 

(Virgin) 

(Microprose) 

(Electronic Arts) 

(US Gold/CapCom) 
(Anco) 

(Cinemaware/Mirrorsoft) 

(Discovery) 

(Accolade) 

(Psygnosis) 





















































INDY-SCRIBABLE 


T he first of US Gold’s 
two Indiana jones 
games is now in the shops - 
the action game, program¬ 
med by Tiertex is a plat¬ 
forms *n* ladders romp set 
over four levels, with Indy 
out to recover the priceless 
Holy Grail while rescuing 
his dad and beating off 
hordes of Nazis in the pro¬ 
cess. Indiana Jones and The 
Last Crusade is priced at 
£19.99 for both ST and Amiga. 
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DUX 
STOPS HERE 


I eeerre’s Tom-Tom! First seen 
back in the Summer of *87, 
Wonderboy is back for more - and this time he’s 
Super, with more power-ups and enemies than 
ever before. 


3 ur feathered 
and sundry i 

C oming from Activi¬ 
sion this September is 
the first of the com¬ 
pany’s long-promised Sega 
coin-op conversions - Dyna¬ 
mite Dux. The 14-strong 
Core Design team (the people 
behind Rick Dangerous) is 
handling the project, with new 
recruit Robert Toone in charge 
of the ST and Amiga versions. 

Robert produced the con¬ 
version from a combination of 


hero Pin patrols the moose-ridden streets torching, all 
i the ST version of Dynamite Dux, 


videos of the coin-op and the 
coin-op itself, and had to sket 
the graphics virtually from 
memory, as the coin-op isn’t 
fitted with a pause mode! A PC 
version is also in the pipeline, 
but Core won’t be handling 
that - it’s currently under de¬ 
velopment in Activision’s US 
offices. 

Activition’s next Sega li¬ 
cence will be Super Wonder- 
boy, (subtitled Wonderboy in 
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Monsterland). It’s the second of 
Activision’s WonderBoy li¬ 
cences (the original appeared 
back in 1987 but only on 8-bit 
formats) and promises an up¬ 
graded and improved version 
of the original, with I I levels, 
bundles of extra weapons and 
potions and more cute nasties 
than you can poke a sherbet 
dib-dab at. ST and Amiga ver¬ 
sions are both set to appear in 
September. 




► TOP TEN 4 

(Month Ending July ’89) 

ATARI ST 


. 


PLAY GRAND 

PRIM CtRCUI 


■est Drive II roars in to Number 
5. 


MILLENIUM 2.2 
(Electric Dreams) 


[To] KINGS QUEST TRIPLE 

- PACK (Sierra/Activision) 

0 ROBOCOP 

(Ocean) ~ 

[jjjl BATTLE CHESS _ 

- (Electronic Arts) 


RVF 

(MicroStyle) 


Ud kick off _ 

1 - 1 (Anco) 

[7] POPULOUS- 
- (Electronic Arts) 

fj^d FORGOTTEN WORLDS 
1 - 1 (US Gold) 

[7] DRAGON NINJA- 
- 1 (Imagine) 

0 SILKWORM - 
(Virgin) 
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ELECTRONIC ARTS* 


FORMULA ONE 

GRAND P A /X RACING SIMULATION I 


lerrari 


FERRARI FORMULA ONE 
- the complete Grand Prix racing game. 

“The game has gone a long way toward: 
recreating the atmosphere of Grand Prix racing 
and as a result, it’s undoubtedly the most realistic 
yet. In short Ferrari Formula One is a masterpiece 
of a program which no Amiga owner should be 
without” 

The Games Machine. 

Now available on ST, Amiga (£24.99) and PC 
(£29.99-5.25 & 3.5). 

Commodore 64, Spectrum and Amstrad 
cassette and disk versions to follow. 

To order direct, send the correct money 
(prices include postage and packing) to 
ELECTRONIC ARTS, DEPT FCS, 

THE LANGLEY BUSINESS CENTRE, 

11-49 STATION RD, LANGLEY, BERKS, SL3 8YN 
Credit card orders, please call 0753 46465. 


































































NewS 


0 Ocean takes to the skies! 

0 Flight simulator fights back! 


0 Taito takes to the streets! 
0 Asterix artist draws sword! 


G O, MISTER Driver! 
The 16-bit conver¬ 
sions of Taito’s block¬ 
busting race ’n’ ram coin-op 
Chase HQ are slowly but 
surely taking shape at Ocean’s 
Manchester offices. A myste¬ 
rious programming duo is cur¬ 
rently coding the project, 
which is due for release in 
November and should look 
practically indistinguishable 
from the original - as well as 
sporting some of the coin-op’s 
sampled speech. 

Also due out in November, 
but perhaps even more promis¬ 
ing, is Ocean’s forthcoming 
flight simulation, Retaliator F- 
29. Retaliator is based around 
future US Air Force technolo¬ 
gy, featuring planes (such as the 
fabled F-29) that aren’t ex¬ 
pected to be in service until 
the early 21st Century! Prog¬ 
ramming team Digital Image 
Design has spent six months in 
the states researching current 
Air Force technology to ensure 
accuracy. 

Retaliator’s wide range of 
missions are flown over a total¬ 
ly interactive world (a feature 
pioneered by the Falcon Mis¬ 
sion Disk) with tanks, planes 
and other enemy vehicles all 
doing their own thing - which 
usually means trying to blow 
you out of the sky. 

Staying with Ocean, but 
crossing the channel, the com¬ 
pany’s French programming 
arm is a bout to invade these 
shores with a flurry of product. 
The nine-man programming 
team behind the Christmas ’89 
smash Operation Wolf has 
just completed its first original 
game, Ocean’s Beach Volley 


THE 

(reviewed on page 34), and 
judging by the line-up for the 
year ahead, these garcons 
won’t be one-hit wonders. 

Coming in August are the 
conversions of Konami’s two- 
player coin-op shoot ’em up, 
Cabal, followed by the second 
in the series of Adidas sponsor¬ 
ed sports games - Golden 
Shoe. This soccer game is 
based on the famed Golden 
Shoe award, presented to the 
most outstanding player of the 
year. In the past Lineker, Rush 
and Maradona have all won the 
coveted title, and in Golden 
Shoe your task is to do the 


CHASE IS ON 


same. 

AGS features a birds-eye 
viewpoint as seen in Kick Off 
and Microprose Soccer, and 
promises the largest sprites 
ever seen in a sports simula¬ 
tion. ST and Amiga owners can 
dust off their shin pads in 
October. 






















































































































► TOP TEN 

(Month Ending July ’89) 


JET FIGHTER 
(Velocity/Paperlogic) 


688 ATTACK SUB 
(Electronic Arts) 
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I ore! 

Push it 
more!” This ST version of 
Chase HQ looks remarkably 
like the coin-op original, 
but you'll have to wait until 
late November to see if the 
classic gameplay has been 
captured. 


- 


◄ 


M 


u 


selection of the F-29's 21st Cen¬ 


tury killing technology 




KING’S QUEST IV 
(Sierra/Activision) 


<{►<*> 


SPACE QUEST II 
(Sierra/Activision) 




OUT RUN— 
(US Gold) 


SENTINEL WORLDS 
(Electronic Arts) 


♦<*> 

❖<$> 

♦<$> 


KINGS QUEST TRIPLE 
PACK (Sierra/Activision) 


-16 COMBAT PILOT 
(Digital Integration) 

TEST DRIVE II 
(Accolade) 


LOMBARD RAC 
(Mandarin) 


And finally, there’s the piece 
de resistance. For the last nine 
months the team has been 
beavering away on Ivanhoe, a 
multi-level mix of arcade action 
and swords ’n’ sorcery with 
graphics provided by an ex¬ 
cartoon animator who was 
part-responsible for many of 


out some futuristic airborne 
hardware - even before the air 


































































SHORT STORIES 


► Ian Bird, author of Electric Dreams’ 
Millennium 2.2 is currently beav- 
ering away on its sequel, provisionally 
entitled Deuteros. The game picks 
up where Millennium 2.2 left off and, 
Ian hopes, will take the strategy- 
adventure formula of the original and 
improve upon it. Whether Deuteros 
will appear on the Electric Dreams 
label is yet to be confirmed, but it 
certainly won’t see the light of day until 
the end of the year. 

► Digital Magic Software, perhaps bet¬ 
ter known for the shoot ’em up (of 
sorts) Scorpion (incidentally, ST and 
PC versions are due out around now), 
has two impressive looking projects in 
the pipeline, both due for release 
towards the end of the year. A hori¬ 
zontally scrolling shoot ’em up with 
effective multi-level parallax and a 30 
driving game which looks almost arca¬ 
de quality. How they will shape up 
remains to be seen... 

► SEUCK and Wizball 


creator 

Sensible Software is soon to make its 
16-bit debut with an RPG Ultima- 
style game for Origin. Binary maestro 
Martin Galway is currently writing the 
PC version. The trio is also producing 
‘something sporty and refreshing’ for 
Palace Software. 


NewS 


• A blaster made for two! 

• Football gets the boot! 


A brief guide to forthcoming re¬ 
leases, delayed projects and work in 
progress. 


► Kick Off author Dino Dini’s next 
project is tentatively titled Player 
Manager (as advertised on the 
hoardings on the Amiga Kick Off). 
Played in a managerial vein, with substi¬ 
tutions, cup tournaments, transfers and 
injuries all playing a part, the emphasis 
is on long-term challenge. Dino is 
currently developing Player Manager 
with Anco, although it’s still at pencil- 
and-paper stage and isn’t likely to 
appear until early next year. 


Ivanhoe’s quest involves 
battling swordsmen and 
archers on foot or horseback, 
and there’s also a mystical ele¬ 
ment provided by spell-casting 
demons and sorcerors that pop 
up along the way. 

Ivanhoe is released in 
October on the ST and Amiga. 
But in the meantime, check out 
a little of the game’s animation 
(in spectacular ‘One-O-Vision’) 
by flicking through the top left 
corners of the pages at the 
front of the magazine. 

And what can you expect to 
pay for these French delicacies? 
The standard Ocean asking pri¬ 
ce of £19.95 for ST and £24.95 
for Amiga applies to all the 
titles... Coo! 


"ear down those walls in 
Konami’s blastastic Cabal. 


the ST conversion of 


Y ou shall go 

Golden Shoe. 


to the ball, with 






































Do not play this game , s *|d| 

if you are of a nervous disposition 





Distributed by 


t - 

Play Life & Death and you will have the responsibility of holding 
a human life in your hands as you cut into living flesh. 

In this - the world's first interactive medical movie - you'll enter the tension-filled atmosphere of a 
busy hospital. Talk with your patient. Read charts. Order X-rays, blood tests and other laboratory 
reports. And when the time comes... you will pick up the knife! 

In the operating theatre, your skill will determine whether your patient goes to recovery... or the mortuary. 

Available for IBM and compatibles, Apple ll/Mackintosh, Amiga and Atari ST. 
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For further information on Mindscape Products and your local dealer contact 

Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN84DW. Tel. (044486) 545/547 
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POLICE STORY 


C oming soon is the third 
Tengen coin-op conversion 
to come from Domark. APB (All 
Points Bulletin) casts you as 
Officer Bob, an intrepid traffic 
cop intent on bringing drunk- 
drivers and litter louts to justice 
- doing so involves high-speed 
car chases and shoot-outs. APB 
is due for release on ST, Amiga 
and PC next month at £ 19.99. 


^"in Tin desperately tries to keep the moon's raging inferno under control, 
I but trouble’s approaching in the form of that none-too-friendly guard! 
Tune in next week for the thrilling conclusion... 


W ith the French re¬ 
cently devoting all 
their energies to 
celebrating the 200th anniver¬ 
sary of the storming of the 
Bastille, you’d be forgiven for 
thinking that they’d have no 
time to worry about silly things 
like releasing software. Surpris¬ 
ingly though, Lyon-based soft¬ 
ware publisher Infogrames’ re¬ 
lease schedule is its busiest to 
date. 

First up is North And 


South, a war game based on 
actual battles of the American 
Civil War. North And South 
has been in development in 
France for over a year, and was 
initially designed as a straight 
war game, but action/arcade 
sequences were added during 
programming to liven things 
up. The game is now in a 
curious mix of strategy and 
shoot ’em up, but it’s still a war 
game at heart. 

Following that in September 


• Heavens! Herge’s star in quest for green cheese! 
§ Dragon takes major role in D&D scorcher! 


ANOTHER FRENCH 


REVOLUTION 


C oming your way in August is 
Iron Trackers - a race to the 
death promising laughter and suspense (in 
that order, we presume). 

































































































is Drakken, a Role Playing 
Game in the Dungeons ‘n* 
Dragons/Bard’s Tale mould, 
and in November, the com¬ 
pany’s flagship - Tin Tin On 
The Moon. 

Based on Herge’s immensely 
successful cartoon character, 
star of stage, screen and pyjama 
case, the game draws its inspir¬ 
ation from two Tin Tin books 


in which the intrepid young lad 
finds himself stranded on the 
moon. 

Tin Tin the game is divided 
into two sections - in the first 
Tin Tin navigates his rocket 
ship safely through an asteroid 
storm and lands on the moon 
in a Space Harrier type arca¬ 
de affair. 

The second level is platforms 


‘n’ ladders based, with Tin Tin 
attempting to free his chums 
Captain Haddock and Profes¬ 
sor Calculus, put out fires that 
are raging on the moonbase 
AND defuse bombs within a 
strict time limit. 

Tn. Tin On The Moon is 
scheduled for release on ST, 
Amiga and PC at £ 19.95 a 
piece. 




FISTICUFFS 


C>3 


^^kne for Barbarian fans - Skrull 
A V/ is a combination of arcade 
adventure and beat ’em up action due for 
release next month. 


J anky has to helpo ED find his 
way back home on Dandee- 
llon (sic) in Transmutator - and no, we don’t 
understand either. 


L inel’s The Champ offers you 
the chance to follow in the 
footsteps of Mike Tyson by 
fighting your way up from the 
New York ghetto to the heavy¬ 
weight championship of the 
world. The Champ will be avail¬ 
able on the Amiga as of next 
month - price details are un¬ 
available as yet. 



so, 

YOU THOUGHT 
CHESS WAS DULL? 


























































































































# Paperboy delivered at last! 
§ Super Joe cracks 16-bit! 


■B 


ELITE TAKES 
COMMAND 


II 


E lite’s pipeline must be 
pretty lengthy as only 
now are the fruits of 
the Lichfield-based company’s 
labour ripe for picking. First up 
are the conversions of Atari’s 
pedal-pushing coin-op Paper¬ 
boy, originally scheduled for 
release last autumn. Program¬ 
med by Darren Pegg and Mar¬ 
tin Ward (the boys behind 
Overlander and Buggy Boy), 
the ST, Amiga and PC versions 
are set for release in August, 
priced at £ 19.99 (ST and Ami¬ 
ga) and £24.99 (PC). 

As mentioned in the last 
issue, Super Joe Crack is back 
in the long overdue conver¬ 
sions of CapCom’s classic coin¬ 
op Commando. Four levels 
of vertically-scrolling shoot ’em 


P edal and paper- 
round pranks 
in Paperboy on the ST. 




◄ P r 

I t 


prepare to 
take on the 
undead in your quest to 
rescue your beloved from 
the clutches of an evil de¬ 
mon in Elite's forthcoming 
conversions of Ghosts ‘n’ 
Goblins. 




up mayhem should be scrolling 
their way onto ST and'Amiga 
screens this Christmas. Martin 
Ward is producing the Amiga 
version while the ST version is 
in the hands of newcomer Neil 
Latarche. 

And finally, CapCom’s 


◄ LJj orizontally 

■ ■ 


Ghosts ‘n’ Goblins... original¬ 
ly intended for release early 
this year, it now won’t see 
daylight until early next year! 
Following an abortive first 
attempt by a freelance team, 
Elite’s resident Amiga expert 
Richard Frankish and ST star 
Darren Peg have taken over 
and are now using graphics 
taken directly from the coin-op 
original. Incidentally, Richard 
was responsible for those spot- 
on Amiga conversions of Bug¬ 
gy Boy, Ikarl Warriors and 

month — he did the ST version). 


T HE world’s going en¬ 
vironment-conscious, 
and Microprose’s new 
‘games for yuppies’ label Mic¬ 
rostyle is going right along with 
it. The Tetbury-based company 
that brought you Gunship, F- 
15 Strike Eagle, F-19, Air¬ 
borne Ranger, Red Storm 
Rising and other 

‘environmentally-sound’ titles 
will make a play for the ‘green’ 
vote with the release of 
Greenpeace: Rainbow 

Warrior, officially endorsed by 
the environmental pressure 
group and released to coincide 
with an album of the same 


ASTAWHAT? 

N ever mind the outrageous 
advertising campaign, 
Hewson’s 'room-based’ arcade 
adventure Astaroth, has more to 
do with solving puzzles and out¬ 
witting your enemies than 
scantily-clad angels of death. ST 
and Amiga versions are both 
due for release next month at a 
price of £24.99. PC details (if 
any) are unavailable. 
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seals from being clubbed round 
the head for their fur. Aaahh... 

Rainbow Warrior hits the 
streets (although not in an 
environmentally damaging way) 
on ST and Amiga in August at 
£24.95. 

In a slightly less altruistic 
vein, Microprose’s newly- 
acquired 'Firebird label hopes 
to follow-up the critical success 
of Rick Dangerous with the 
release of conversions of two 
little-known coin-ops: Irem’s 
Mr Heli and Sega’s ancient 
Action Fighter, both of 
which are due in the shops next 
month. 

Probe Software is handling 
the programming of Mr Heli, 
while Action Fighter is in the 
capable hands of Core Design 
(the team behind Rick Dan¬ 
gerous). 



PLAY THE BALL 

A fter Anco’s Pinball Wizard 
and Activision’s Time Scan¬ 
ner comes Loriciels’ contribu¬ 
tion to the fast-growing pinball 
game. Pinball Simulator is due for 
release soon via US Gold, prom¬ 
ising all the sights and sounds of 
the real thing - the cost, howev¬ 
er is still uncertain. 


100 


100 


100 


100 


THINK AGAIN! 
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AVAILABLE NOW ON ATARI ST 
ALSO ON AMIGA, AND IBM PC. 
COMING SOON ON 64 DISC. 

To buy direct, send £24.99 to ELECTRONIC ARTS, DEPTS BCS, 
11-49 STATION ROAD, LANGLEY, BERKS SL3 8YN. For a 
product catalogue, send £1 to the above address. Credit card 
orders, please call (0753) 46465. 
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RAINBOW WARRIORS w I 

The worlds first environment friendly software! 

At last, an all action game that presents a solution to the 
environmental dilemma faced by the entire human race. 
Rainbow Warriors is an action game with real depth and 
meaning. It simulates seven campaigns of Greenpeace 
members over the last few years. 


GAMES FOR ADULTS 


UNIT t, HAMPTON ROAD INDUSTRIAL ESTATE, TETBURY, CLOS. TEL: 0666 504326/504412 
























# Ripper cuts 16-bits! 

§ See Germany by night! 


► Bleep bleep, bleep bleep, bleep bleep 
bleeep... erstwhile Spectrum owners 
may recognise that little ditty as the 
opening bleeps of the Hall Of The 
Mountain King. The platform game this 
tune made famous is rumoured to be 
making its 16-bit debut... yes, Matthew 
Smith’s Manic Miner, and its sequel 
Jet Set Willy - on one disk. Who 
and when is currently unknown. 


C RL’s controversial 
text adventure Jack 
The Ripper is set to 
shock on 16-bit later this year. 
The gruesome exploits of the 
Victorian rapist caused public 
outcry when it first appeared 
on 8-bit over two years ago, 
prompting the slapping of a 15 
certificate on said software. 
Who knows, this could become 
an ‘18’ certificate thanks to the 
extra realistic resolution of the 
ST, Amiga and PC. 

More imminently however, 
two titles are due to appear on 
the company’s Actual Screen- 
shots label. First up is Lancas¬ 
ter, a simulation which puts you 
in the gunners’ seats of the 
famous bomber and recreates 
some of the Second World 
War’s more daring raids against 
enemy forces. 

Hordes of enemy fighters, 
barrage balloons, flak and search¬ 
lights provide the bulk of the 
shoot ’em up action, depicted in 
an unusual but effective mix of 
graphic styles: detailed drawings 
and filled 3D vector graphics. 
Priced at £19.95, an Amiga 
Lancaster should be out now 
with ST to follow in a month or 
so. 

And from then to tomorrow 
with Futuresport, comprising 
two types of gameplay spread 
over four scrolling levels. The 
first is a vertical scrolling assault 
course of sorts, while the 
second has the player sporting a 
jetpack in a horizontally scroll¬ 
ing shoot ’em up to the death. 


fjjfcash the Boche! Hammer the 
E#Hun! Crush the Krauts! A daring 
night raid across enemy territory in Actual 


► The software industry’s gone Foot¬ 
ball Crazy! And Chelsea sponsor Com¬ 
modore’s gone with it... the company is 
producing Commodore Computer 
Rankings for a new footie magazine 
called Free Kick, distributed free 
each week to 326 football grounds in 
England, Scotland and Wales. Player 
performance is analysed to produce the 
National Football Ranking for the UK’s 
top players. The player with the top 
ranking each month gets a Commod¬ 
ore computer to give away to the 
charity of his choice! 

► Following in the boots of Grand- 
slam’s Peter Beardsley, Micro¬ 
deal’s International Soccer, 
Anco’s Kick Off, Kenny Dalg¬ 
lish’s Soccer Manager and Mic- 
roProse’s Soccer there’s the 
Liverpool licence to come from 
Grandslam and Manchester Un¬ 
ited from Krisalis. Not to be outdone, 
Empire (Entertainment International) 
has signed up the silky skills of Soccer’s 
Clown Price, Spurs’ Paul ‘Gazza’ 
Gascoigne. 


fight for survival in the play 
tarena of Actual Screenshots’ 


Futuresport. 

Both levels feature aliens to 
shoot or avoid and extra equip¬ 
ment to aid progress. ST 
Futuresport is in the shops at 
£19.95, with an Amiga version 
following at the same price in 
late August. 

Finally, joining the Amiga ver¬ 
sion of Virus Killer on CRL’s 
Practical label is an ST version, 
also priced at £9.99. It doesn’t 
‘remember’ each new lurgi it 


encounters like the Amiga ori¬ 
ginal, however ST VK does kill 
virtually all known viruses ... 
dead. 
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Computer Prograr 
©1989 Tiger 
developments (Ere 
Ltd. 

Gilbert characte' 
©lyneTeesTVPfc 


Gilbert-Escape fnni 
Drill. 

Published by Enigrs 
Variations Ltd. 
Produced by 
Again Again. 

This programme air 
its packaging are 
protected by Naticrs 
and Internationa 
copyright law. 

All rights reservec 
Again Again, and 01 
Again Again logo j* 
trademarks of Tig? 
developments (Err. 
\ Ltd. Made in. 


units 3*7 Baiieygate 
industrial Estate, 
Pontefract, 
west Yorkshire 
WF82LN. 

Tfelex: 557994 
RRDISTC 

Fax:(0977)790243 


GILBERT 

v ESCAPE FROM % 
DRILL ORDER FORM 

^ IV PLEASE FILL IN YOUR NAME AND ADDRESS 
DETAILS ALONG WITH THE FORMAT YOU REQU IRE.^ 

NAME _._ 

ADDRESS _ 


Gilbert is back at Drill and feeling very pleased with himself. 

Unfortunately, the rest of his fellow Drillians are not quite so happy, in fact they are 
green (and slimy) with envy. 

Gilbert is invited back to Earth to do a new TV series, but to avoid more of ^ 

his bragging the Drillians remove parts of the Millenium 

Dustbin and spread them about the planet. 

you are in control of Gilbert (most unusual) and to get him back 

to Earth within 24 hours you have to beat 

the Drillians at their favourite arcade 

games and in turn, ^ Mm f 

they will give you clues * 1 

to find the missing 1 i 

parts on your J * W 


This super slimy game Sr' 

will be available on r 

ATARI ST (£19.99), AMIGA (£19.99), SPECTRUM (£9.99), 

SPECTRUM DISC (£14.99), C64 (£9.99), C64 DISC (£14.99), 

AMSTRAD (£9.99), AMSTRAD DISC (£14.99) and MSX (£9.99). 

You can order direct by sending the order form along with 
a cheque or postal order made payable to: TIGER 
developments (ENT.) ltd. to the address below. All orders 
will be despatched on day of release. 

Tiger developments, units 3-7, Baiieygate industrial 
l Estate, Pontefract, west Yorkshire WF8 2LN.^^ 
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ork In Irogress 


ork approaches completion on the Grand Prix Circuit 
lookalike, The Cycles: International Grand Prix Racing. 
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arrying high-tech architecture with a natural tropical 
paradise, Accolade's San Jose headquarters. 


H ey California! Land of sun, sea, Holly¬ 
wood and... Accolade — the latest US 
software publisher to delve into the 
cooler waters of the British market. Using the 
wonders of satellite technology, Christina Erski- 
ne invited the San Jose based development team 
to ‘make that call’. 


I n the ephemeral software industry, where 
today’s top ten hit is consigned to next 
week’s budget bucket, every software house 
yearns to come up with a game or game style 
with long-lasting appeal - something that play¬ 
ers will want to come back to again and again. 

At Accolade, developer of such illustrious 
titles as Mean 18, Fight Night and Hardball, 
product development vice president Peter 
Doctorow believes the company has found its 
long-life formula with the ‘Test Drive* style. 
Test Drive, the game which put you behind 


the wheels of some pretty sumptuous torques, 
has given birth to sequels, in The Duel and 
Grand Prix Circuit, and add-on disks with 
California Challenge and Super Cars. 

Now Accolade is working on a further set of 
extra disks for The Duel, as well as a wholly 
separate game, The Cycles: International 
Grand Prix Racing, based on the same Test 
Drive first person on-screen perspective. 

“I think Test Drive began a trend for car 
driving simulations,” says Doctorow. ‘‘And 
because the idea proved to be very successful, 


both with Test Drive itself and then with 
Grand Prix Circuit, it didn’t take a rocket 
engineer to work out that we could do another 
one - motorcycles came to mind. That’s the 
one-sentence story of the product design!” 

The Cycles is currently being put together 
by Test Drive developer, Distinctive Software, 
which is concentrating on accuracy and atten¬ 
tion to detail. 

‘‘We had to find out details of exactly how 
these motorcycles perform, and the precise 
specification of each class of cycle,” explained 
Peter. ‘‘Some games of this type are simple 
arcade games, but this is very much a proper 
simulation. 

“In The Cycles you’ll find the Grand Prix 
Circuit’s technology refined. We’ve worked 
hard to make sure that you really do get a real 
sense of being on a cycle; not just of turning 
corners, for example, but also going up and 
down hills. We’ve also included a tilting horizon 
to further enhance the experience of being on a 
motorcycle - and I don’t think that’s been done 
before. 

“We’ve also included varying driving techni¬ 
ques among your opponents. Some, say, will be 
more aggressive in their driving habits - the 







































Heat Wave. 


Americans perhaps (!) - and you’ll be able to tell 
by their racing colours who is who and what to 
expect. 

Not only will players be able to choose their 
cycle, but there will also be a choice of courses 
from around the world: in Monaco, the UK, 
Holland and Japan as well as the US. 

More directly related to The Duel are the 
two latest extra disks: European Challenge 
and Muscle Cars. 

European Challenge is a scenery disk 
providing six ‘typical’ roadways across the 
continent. However, it should probably be 
stressed that this is European scenery as the 
Americans see it, and probably about as ‘typical¬ 
ly’ European as the Epcot and Disneyworlds that 
we go to visit are typically American. 

Remarkably enough, the first roadway for 
you to try your driving skills on just happens to 
be ‘English countryside’. 

Accolade has supplied the developers with its 
home-produced booklets and photos in the 
interests of graphic accuracy and to assist in 
creating that authentic English atmosphere. Part 
of the English countryside chapter runs like this: 

“Rolling countryside, a little like California, 
but mellower - the curves are not so tight. It's a 
two-lane road, and remember the traffic flow is 
reversed”., (ie, don f t forget to put the cars on 
the left). 

“Traffic will be cars like Jaguars, MGs, Rolls 


“•* ■ 






Royces, etc... 

“Scenery should be sheep in a single duster, 
stone walls (goes on to define a dry-stone wall), 
low bushes, with maybe some little yellow 
flowers, Cotswold style cottages (see photo) 
and white and brown timber buildings. ” 

You get the picture, “I guess this is what the 
Americans think of England,” says Peter. 

Other countries to get the treatment are 
Holland (straight, flat roads with Renaults, Ford 
Fiestas, tulips, cows, windmills and canals), 
Rhineland, an Autobahn, Swiss mountains and 
the French Riviera. 

With Muscle Cars, Accolade is back on 
home territory, in the US of the 1960s, as five 
classic cars are wheeled out for your inspection 
and enjoyment. All hold a special place in the 
affections of the Americans that used to drive 
them - “This really is one for us old guys,” 
comments Peter Doctorow, 44 - and may clang 
a few bells in British memories as well. 

The Pontiac GTO, Dodge Charger and 
Corvette Stingray are featured in the condition 
in which they left the factory, with mighty 
engines, and in the case of the Stingray, the then 
highly unusual feature of fuel injection. 

However, the remaining two are both custo¬ 
mised versions of mass-produced cars: the 
Shelby Mustang and Camaro Yenko. Carrol 
Shelby was a familiar figure on the US road 
racing circuit, who attained celebrity status with 


ATTACK 

TURN ON 

TURN OFF 

READ 

PUSH 

TAKE 

DROP 


EXAMINE 


LOOK 

USE 

HIT 

THROW 


THESE ARE THE EXPRESS ELEUATORS TO THE 
UARIOUS FLOORS, EACH ELEUATOR IS IS 
EQUIPPED WITH AkCARD READER THAT WILL 
ONLY ALLOW AUTHORIZED PERSONNEL ON TO 
THE APPROPRIATE LEUELS, 

A digitised Liberty watches over New York City in Conspiracy, a mouse-driven 
graphic adventure. 


his fine-tuning of Mustangs. Yenko did much the 
same with Camaros. 

“These cars were able to accelerate brutally 
when they left the factory, but they were made 
even faster by the tuning shops,” explains Peter. 
“Once modified, the cars would be made 
commercially available - to those who could 
afford them.” 

Both add-ons are due out in Europe in 
October, and initially for PC compatibles, then 
ST and Amiga. 

Moving away from Test Drive derivatives, 
although not from simulations, Accolade is also 
developing Heatwave: Offshore Superboat 
Racing, a game based on the relatively new 
sport of offshore powerboat racing. 

As with the The Cycles though, there are a 
myriad of vehicles and classes to choose from 
before you start the race proper, on one of a 
selection of courses. You race your powerboat 
not just against the clock, but other competi¬ 
tors as well. 

“We haven’t got far enough yet to be able to 
say exactly which courses will appear in the 
finished version,” admits Peter. 

The course at Miami (as seen on TV, with 
everybody’s favourite alligator-owning police¬ 
man) is a ‘definite’, however, since it was this 
exposure which helped to popularise offshore 
powerboat racing as a sport in the US. “Also, it 
was on the Miami course that Don Johnson 


■product development vice presi- 
I dent, Peter Doctorow:‘we sell to 
people with a higher income... more r 
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nature 

pernaps. ’ 













































became the superboat champion of the world 
last year,” Peter points out. Not a lot of people 
know that. 

Apart from Miami, the choice of scenery 
apparently lies between courses in Detroit, 
Portland in Oregon, and Lake Mead near Las 
Vegas. ‘‘We want the locations to be full of 
graphic detail and if it looks difficult to disting¬ 
uish between locations, we’ll look elsewhere.” 

Like the Test Drive series, the screen will 
show a first person perspective of dashboard 
instruments to help you drive (yes, ‘‘drive”; 
you’re a driver, not a captain or skipper) the 
boat, but you’ll see the bulk of the action from a 
‘helicopter’s eye view’, above the boats. 

Despite its championing of the ‘driver’s seat’ 
view for realism’s sake, Accolade has firm 
reasons for preferring a top-down viewpoint 
for Heatwave, as Peter explains. 

‘‘We try to be as honest as possible when 
portraying any activity, but there is the question 
of what players perceive the reality to be. For 
example, most people will have only seen 
powerboat racing on TV and it is that perspec¬ 
tive, the helicopter-type view, that they recog¬ 
nise. If the entire simulation took place from a 
first-person viewpoint players would probably 


not see it as ‘realistic* in the same way. 

‘‘It’s a reflection of the fact that most people 
do not get to experience first-hand the activi¬ 
ties that we present. For example. Steel 
Thunder was an Accolade tank simulation - 
now there can’t be more than 11 people playing 
the game who had been in a tank, and yet we 
went to great lengths to get the correct detail 
regarding the interior of the tank - even though 
the vast majority of players wouldn’t know if 
we’d just made it up. And that same principle 
applies to our Ferraris, Lamborghinis and 
offshore powerboats as well.” 

The emphasis on realism also means that 
weather conditions are liable to vary - although 
for authenticity’s sake the water will never get 
too choppy, since powerboats don’t race in 
stormy weather in real life. But the wind will 
vary in speed and direction, so you’ll have to be 
careful you don’t flip the boat over. 

Aside from simply driving as fast as possible, 
you also need to navigate around the course, 
which will normally be a case of aligning your 
powerboat with the shoreline. If you wander off 
the correct line, however, and lose sight of land 
you’ll have to find your way back again. 

Like The Cycles, Heatwave will be out in 
the autumn, for PC compatibles, ST and Amiga. 

With Synergy, a 16-bit arcade adventure, 
Accolade is heralding ‘‘hot news” - it will be the 
first title to be released in Europe before 


becoming available in the US. 

On closer examination, however, it would 
appear that this is a matter of expediency rather 
than brave new philosophy. ‘‘The ST and Amiga 
versions will be finished first, and they always 
sell better in Europe. Still, it’s also true that 
Synergy is a European-style product - it’s not 
baseball or American football, it’s an intergalac- 
tic scenario with great attention paid to the 
graphic details and the sound effects.” 

Synergy’s plot follows familiar lines of 
navigation and exploration through an alien 
building complex, encountering and slaying 
monsters, collecting keys to open doors to find 
pieces of a circuit board to fit together in order 
to rescue a community in another galaxy. Then 
it’s home to Earth in time for tea. 

‘‘One of Synergy’s tasty features is that it 
can be just as rewarding to play it for a short 
while as in a long session because all the quests 
are layered - you could, say, just find a couple of 
keys and then leave the next bit until next 
time.” 

Perhaps the most important thing from the 
would-be customer’s point of view however, is 
that Accolade is 99.99% certain that when it 
hits the streets the game will not be called 
Synergy. ‘‘We don’t have the final title right 
now, because we’re still researching trademarks 
— but come October, don’t go asking for an 
Accolade game called Synergy!” 


Cycles. 




























The game with no fixed name may boast large 
colourful graphics, but for on-screen realism it 
would be hard to beat the illustrations in 
Conspiracy, which Peter is quite excited 
about. 

“Conspiracy represents something very new 
for the whole industry. It’s set in New York 
City and contains 500 digitised scenes of New 
York. In other words, the entire storyline is 
digitised.” 

Aside from the digitisation, Conspiracy, is a 
graphic adventure: collect and explore, picking 
up and dropping objects using on-screen menus 
of words which you select with the joystick or 
mouse rather than typing in. 

“The object is to locate seven files which are 
scattered around the city; you have to find them 
before either the KGB or CIA finds you, and 
there’s a fairly elaborate storyline explaining 
how those files went missing.” 


All these titles are due out in the UK this 
autumn - around the end of October, and all 
will be available for PC, ST and Amiga. 

Peter Doctorow is confident that each one 
meets Accolade’s standards of attention to 
detail and authenticity. “The Accolade philoso¬ 
phy is to find product which appeals to older 
people. 

“The product is deeper, more complex, 
requires more disks, and has higher develop¬ 
ment costs and therefore Accolade needs to 
charge slightly more - so we sell to people with 
a higher income. Older may not be the right 
word - more ‘mature’ perhaps. 

“But our simulations, say, will be an accurate 
simulation first, not an arcade game. A title like 
Conspiracy will be more elaborate and more 
realistic than other similar games. Ditto The 
Duel - the experience is one that is more long- 
lasting and deeper.” 


The company uses mainly third party prog¬ 
ramming houses to develop its games under 
contract — and under close supervision. 

“We normally have a tremendous input into 
our games - we believe that that is necessary to 
ensure quality. We drive the design, the 
graphics, sound effects, musical manual writing. 
Outside groups will do the technological imple¬ 
mentation - with some creative input of 
course.” 

It’s a strategy that seems to work; recently 
Accolade was voted Publisher of the Year by 
the US Game Developers Association. Criteria 
for earning the award included such behavioural 
niceties as ‘Showing Respect For Developers’ 
and Training Developers Most Fairly In Con¬ 
tractual Negotiations’, so it’s hardly surprising 
that since the award was announced, more than 
a few developers have been beating a path to 
Accolade’s door. 




TURN ON 

TURN OFF 

READ 

PUSH 

TAKE 

DROP 

EXAMINE 

LOOK 

USE 

HIT 

THROW 


ATTACK 


HWIiTO 



digitised scenes of Conspiracy (left). 





















































































































Rush Hour 


Accolade's Grand Prix Circuit 


is the P^Vmuia One racing simu¬ 
lation that wWsks you to an 
exclusive world of power, passion 


and performance. 

You’ll race for the world- 


renowned teams of McLaren. 
Ferrari, and W iams on the 
greatest Grand Prix courses. 

S :her through the curves 
of g amorous Monaco. Blast down 
the straightaways of Germany. 
Snarl through the tunnels of 


Japan. Compete against a diverse 
corps of international rivals 
who seek the same prize—the 
title of World Driving Champion. 

Uninhibited speed. Unchained 
exhilaration. It can only be 
found on The Grand Prix Circuit. 

Available from all good retailers 
For further information write to: 
Accolade Europe Ltd., 

Unit 14, 50 Lombard Road, 
London SW11 


The best in entertainment software 
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gorget the stuffy six-a-side variety, 
two-on-two beach volleyball is where 
it’s at. Gary Whitta heads for the 
shore with Ocean to bump, set, spike and 
smash his way to stardom. 


ajWi 


point is scored by making the 
. ball touch the ground in your 
opponent’s half - but only on your own service. 
Winning on your opponent’s serve results in 
the service changing hands. Each time the ball 
crosses the net, it can be touched twice before 
it has to be returned. The first to reach seven 
points (with a clear lead of two) is the winner. 


V olleyball isn’t as old as 
you might think — it was 
invented in the USA in 
1895 by Willie G Morgan, 
the son of Welsh immig¬ 
rants. The game was originally known 
as “Minonette” — although nobody 
knows why. 

The game was initially only played in 
YMCA’s, and it wasn’t until 1946, when 
the International Volleyball Associa¬ 
tion was formed in Paris, that the 

{tap* . 


game was recognised as an official 
sport. In 1964 Volleyball became an 
Olympic sport at the Tokyo games and 
its popularity snowballed from there. 

This recent increase in popularity 
has led to the invention of Beach Vol¬ 
leyball, a more aggressive two-a-side 
variation on the theme. Originally it 
was played on California’s famed Mus¬ 
cle Beach just as an excuse for players 
to show off their tanned pecs, but it 
has since evolved into a professional 




































































































































































































































































































































































































































































































































T ypically, French humour plays a 
major part in the presentation, 
and it's most apparent in the animations that 
show the participating duo’s voyage to each 
country they visit. The second member of the 
team always seems to come a cropper in one 
way or another - his unfortunate exploits 
include flying into the mouth of the Statue of 
Liberty, being dragged across the desert by a 
stampeding camel and riding on the back of a 
sea monster! 



r he control mode is remarkably 
straightforward - just get your¬ 
self under the ball and hit fire at the correct 
time (timing is all-important) to either return 
the ball or pass it to your partner. When the 
ball is passed, you take control of your team¬ 
mate and the same procedure applies. Where 
the ball goes depends entirely on the type of 
shot you play... 





sport all of its own, with its own 
leagues, cups and tournaments. 

That said, the coverage of the game 
on home computers has been pretty 
lame — especially on 16-bit. Electronic 
Arts’ Kings Of The Beach is the only 
one that springs to mind, and coin-op 
afficionados may remember Dodge- 
ball, a futuristic interpretation of the 
theme which inspired the Bitmap 
Brothers to write Speedball. 

Ocean's Beach Volley, put together 
by Ocean's French programming arm is 
an attempt to put the situation to 
rights. The scene is the Worjd Vol¬ 
leyball Championships, and to get your 
name on the Championship trophy you 
travel the world, visiting the eight 
participating countries (including Eng¬ 
land, Egypt, the USA, The Soviet Union 
and of course France). 































































































































































































































































































T he smash is the ultimate shot, and if you find yourself on the wrong end of one, you're 
in a world of s#!t. What happens is the ball is passed to the second player who whacks 
it high into the air. Player one then leaps into the air and ‘smashes' the ball down over the net at 
such an extreme speed and angle that it's almost impossible to return. To aid the defending team a 
cross-hair plots the estimated impact point of the ball while the attacking team prepares to smash, 
but even so, lightning reactions are required to save the point. 



O The reason why 
Ocean’s Beach Volley is 
such fun to play is all 
down to its simplicity — 
there’s no messing 
here, just straightforward Volleyball 
action from start to finish. The control 
mode is tricky to get to grips with, but 
once you’ve got the hang of it it’s very 
instinctive — so if you make a mistake 
you know it’s you and not the control 
method that’s at fault. The graphics 
are of a very high standard and add to 
the overall feel no end. They’re simple 
enough, but just oozing with style and 
humour, from the nude models on the 
beach to the players’ quiff hairstyles! 
Things are equally jolly in the sound 
department with umpteen heavy rock 
tunes and catchy jingles coupled with 
plenty of sampled *oohs* and *aahs’ 
adding to the eqjoyment. The emphasis 
here is on fun, and there’s certainly 
more than enough of that on show. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.95 
Out Now 
87% 
89% 
86 % 
82% 


OVERALL 88% 


This version is due for 
release within the next 
few weeks at a price of 
£19.95. There aren’t ex¬ 
pected to be any major 
differences, apart from a few changes 
in the colour and sound departments. 




This is currently under 
consideration, and if it 
gets the go-ahead, we 
should see something 
by later on in the year 
or early 1990 at the latest. Stay 
tuned... 


































AATARI 


520 STFM 


_ POWER PACK 

SsSt S7MT-£ 

chart-topping software worth over £500! Software included is. 

R-Tvoe Pacmania Out Run Nebulus All 

AtterSumer Slaiglider Bombuzal Stargoose V*" 

Double Dragon Super Huey Xenon ft* Muse fof 

Ciirvof Hanoon Eliminator Gauntlet II First Basic _ 

pSeE Black Lamp Organiser only 

Overlander Bombjac k Slatray ____ 


All our ST prices include: mouse etc. plus 5 disks of 
software including First Word wordprocessor. utilities. 
Neochrome graphics utility, game and demos. 


£359.oo 

Inc VAT & delivery 

520 STFM PACK 

Includes 520 STFM with 1Mb drive, over £620 worth of software, joystick, mouse. 
User Guide and 5 disks of Public Domain Software. Software supplied includes. 

SSS £319.oo 

only Inc VAT & delivery 


Tracker 
Virus 

Chopper X 
Ranarama 
Starquake 
Genesis 
Black Lamp 
Thrust 

Organiser_——————_—- 

ii ¥ ■ ———■——— PP fiQ 00 

520 STFM with 1 Mb internal drive fitted. mqq'oo 

1040 STFM with built-in TV modulator...... 

1040 STFM including joystick plus all extra p k> £419.00 

suDDlied with above described '520STFM Super, Super pack . 

-85--.- ->er Pack, including ‘ u ' ,r ' or Pa,nt ’ Hvoer Draw. 


Starglider I & II 
Camer Command 
Marble Madness 
Beyond Ice Palace 
Thundercats 
Summer Olympiad 
Arkanoid II 
Eddie Edwards Ski 

Ikari Warriors 


Flying Shark 
Sentinel 
Test Drive 
Buggy Boy 
Quadralien 
Xenon 
Wizball 
Seconds Out 
Zynaps 


1040 STFM I 


I Hypu. . ... _ . 

•First BASIC’ and ’Organise’ «nftwi 


Hyper Paint’, ‘Hyper Draw'. „ 

dIus £50 software voucher.£429.00 


Buy a monochrome monitor with any 1040 from above tor £110^0 extra_ 


Mega ST2 with monochrome ... c 60 0 n 

‘Super Pack software’ 21 Games as supplied by Aten ........—••.| 

520 STFM 1Mb internal 3.5" drive upgrade kit inc. full instructions.£ 74.95 

Atari SMI24 monochrome monitor.£279.00 

ITT ri c1 >( 3228 4 1 ^ 5 ° T^Monitor’ with remote control, inc. ST or Amiga lead .... £229.00 
Philips CM8833 14" colour monitor c/w ST or Amiga lead. coco nn 


Philips 8CM8852 as above, higher 


resolution..^ II1: £259 : 0() 


DOUBLE TAKE! 
PYE 15" FST 
TV/MONITOR 

(MODEL 1185) 


tor to suit the ST or Amiga. 
Features teletext, full infra-red 
remote control, Euroconnector, 
Video/Audio input and head¬ 
phone output connectors, 40 
tuner presets, external aerial 
connector and loop aerial. Sup¬ 
plied with cable (please state 
| computer type when ordering). 


GREAT 
VALUE I 


includes VAT 
and computer 
connection lead 


AMIGA ACCESSORIES 


A501 RAM/Clock expansion unit for the Amiga 500.12?? 22 

External 5.25" 40/80 track switchable floppy dnve.£114.9b 

Project *D’ disk backup utility.fxS’S 

X-Copy new disk backup utility .. ..... . . c™ nn 

Vortex ‘System 2000’ 40Mb hard disk, with interface & software.£529.00 

ITT CP3228 16.5" TV/Monitor with full rem/ctrl & SCART cable.Son nn 

Philips CM8833 colour monitor, c/w Amiga cable...£229-00 

Philips CM8852 colour monitor as above, higher resolution. p? q2 

Amiga 500 dust cover. 


All prices include VAT, delivery and cable 


STS??K5Slng144/36cps9plr T-H illilSo 

Star LC10 7-colour version of above printer, inc.2 extra black riDoons. cqiq ^ 

Star NX-15 budget wide carriage 9 pin printer..caio’oo 

Star LC24-10 feature-packed 10" multifont 24 pin printer—.£499 00 

Star NB24-10 great value 10" 24pin inc. cut sheet feeder + 2 extra ribbons.E499- 

Star NB24-15 wide carr.version of NB24-10 inc. cut sheet feeder. Ill 9.00 

NEC P2200 budget 24pin. 10" carnage 168/56 cps. Cl 89.00 

Amstrad DMP3160/3250DI 9 pin, 10" carriage... C « TQ m 

Amstrad LQ3500 10" 24pin with both serial and pamjj© 1 interfaces...cifiq’oo 

Panasonic KXnOSI reliable budget 10" printer 120/24cps . .£1||-00 

Panasonic KXP1180 new, exciting high spec. multifont . qq 

Panasonic KXP1124 superb value 10" multifont 24 pin with 6 typestyles.Cl 99 00 

Epson LX800 popular 10" 180/25 cps . .. ..." £319.00 

Epson LQ500 good 24pin printer 150/50 cps.39.00 

Citizen 120D good value 10" 120 cps .•••;.£399.00 

Citizen HQP-45 bargain 24 pin wide carnage 



NOW 

AVAILABLE! 


ULTIMATE 
ATARI ST 
DISK 
UTILITIES 

❖ SOFTWARE BACKUP Incorporating turbo nlbbler 

Version 5 backup incorporates a very fast and powerful 
menu-driven backup utility. Makes use of all available 
drives and memory. , . , nr - 

♦ 80 SOFTWARE BACKUP PARAMETERS 

Now with 80 individual parameters to backup and 
de-protect even the toughest of protection schemes! 

* FAST BACKUP VERSION 2 

Will backup a non-protected disk very speedily, using 
‘File Allocation Copy’ techniques. 

* EXTERNAL DRIVE BOOT 

Allows many programs to startup from drive B. 

♦ ORGANISER ACCESSORY 

Providing extremely useful disk management commands 
under one desktop-based accessory, including 
FORMAT, RENAME, DELETE etc. 

* SPECIAL FORMATTERS 

Increase your 3.5" disk user storage capacity by up to 
25% and improve access speed by up to 30 /o with these 
two new disk formatters provided ! 

❖ RAMDISK and SET DATE/TIME accessones. 

❖ plus UNDELETE, DISK ANALYSIS, UNFORMAT 
I DISK SPEED CHECK and much more ! 

Existing users - upgrade your^ 
Disector ST disk for only £7.95 


Only £28.95 


3.5” Disks 


10 Bulk packed DS/DD 3.5" disks 

with labels, fully guaranteed.£11 -95 

25 bulk disks as above..95 

10 disks as above with plastic case.£13.95 

25 disks as above, with 40 capacity 

lockable storage unit.£34.95 

Kodak DS/DD 3.5" disks, top quality 

storage media, fully guaranteed. Box of 10 ... £17.95 


How to order from 


Evesham Micros 


Phone us with your 
ACCESS or VISA 

Q card details on: 
g 0386-765500 


All nrices include VAT and delivery. Express Courier delivery E5.00 extra. 

fwi Send cheque, Postal Order 
^ or ACCESSIV1SA card details 

Evesham Micros Ltd 

63 BRIDGE STREET 
EVESHAM 
WORCS WR11 4SF 
© 0386-765500 

fax 0386-765354 
telex 333294 

Govt, educ. & PLC orders welcome 

Same day despatch whenever possible 
All goods subject to availability, E.&0.E. 
Open to callers 6 days, 930-530 

Also at: 1762 Pershore R<L, Cotteridge, Birmingham B30 3BH Tel: 021 458 4564 
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^^hoot the black weapon pods and 
(^picking up the capsules they re¬ 
lease to transform your modest little pea 
shooter into massive multi-firing laser guns, 
with outriders and wing extensions. Sadly, the 
best weapons tend not to last too long. 


Original it may not be, 
but for a game which 
consists wholly of gol- 


together Can older 
brother for the likes of Lazy Jones — 
remember those?) Chariots Of Wrath 
turns out to be surprisingly enjoyable. 
Somehow you can’t resist waiting to 
see what comes next. What’s obvious 
from the start though, is that some of 
the sub-sections have a lot more subst¬ 
ance than others. For example, there’s 
really not that much to the Breakout 
game: a greater variety of bonus cap¬ 
sules wouldn’t go amiss. The shoot ’em 
up action on the other hand, has 
enough different alien formations and 
weapons to ensure frenetic and re¬ 
warding gameplay. As some arcade 
sections are much easier to complete 
than others, you end up playing the 
same levels over and over again only to 
find yourself dying on a really tough 
one. A password system would defi¬ 
nitely have improved long-term playa¬ 
bility. For hours of addictive, old- 
fashioned entertainment though, you 
can’t fault Chariots Of Wrath. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.99 
Out Now 


OVERALL 68% 


O There should be few no- 
ticable differences be¬ 
tween this and the ST 
version — in fact, it 
should be in the shops 
by the time you read this. Not surpris¬ 
ingly, it also costs £24.99. 


Oh dear. No news is 
j m ^ good news, and unfor- 
tunately there is news 
for PC owners... Im- 
pressions has no plans 
to convert Chariots Of Wrath to the 
MS-DOS compatibles. 
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AMIGA/ATARI GAMES SOFTWARE 


i10 * OSDDj 
, ,9'SKS 
+ ^BRARY 
CASE 

f lO,95 


ST AMIGA 

Advanced Rugby Simulator.... 15.95 

Afterburner.... 

. 15.95 

19.95 

Airborne Ranger. 

. 13.95 

~.~ 

Airball. 

. 

13.95 

Albedo. 

. 13.95 

13.95 

Alien Syndrome ..rrrrr*.. 

. 15.95 

16.95 

Alpine Games. 

. 6.99 

----- 

American Ice Hockey. 

. 13.95 

16.95 

Archipelagos. 

. 16.95 

16.95 

Archon Col lection..rrrTTTT... 


13.95 

Artura. 

. ----- 

15.95 

Asteroid Deluxe. 

. 10.49 

----- 

African Raiders. 

.PHONE 

PHONE 

Alien Legion. 


16.95 

Arthur.. 

. ----- 

16.95 

B.A.T. 

. 16.95 

16.95 

Baal. 

. 15.95 

----- 

Battlehawks 1942 . 

. 19.95 

19.95 

Balance of Power 1990.... 

. 16.95 

20.95 

Ballistix. 

. 13.95 

13.95 

Barbarian 2 ..-^r. 

. 24.95 

----- 

Bards Tale 2 . 

. 16.95 

16.95 

Batman.rrrr?. 

. 13.95 

----- 

Bismark. 

. 16.95 

----- 

Beyond Zork. 

. 

16.95 

Blasteroids...77T7. 

. 16.95 

16.95 

Blazing Barrels. 

\ 

13.95 

Blood Money ...7>.. 

19.94 

Bomb Disposal. 

Bombuzal. 

.PHONE 

. 13.95 

13.95 

Borrodino. 

. 20.95 

----- 

Bridge Player 2000 . 

14.95 

X. x i3.95 

16.95 

Bubble Bobble.". 

----- 

Battle Chess....777. 

. 16.95 

16.95 

Battletech. 

. 20.95 

20.95 

California Games....rrr.... 

. 

13.95 

Chessmaster 2000. 

. 16.95 

16.95 

Chuckie Egg.. 

. 13.95 

13.95 

Chuckie Egg 2 .....*... 

. 13.95 

13.95 

Computer Hits Volume 2. 

...TTTT.. 

13.95 

Cosmic Pirate. 

. 13.95 

----- 

Crazy Cars 2. 

. 13.95 

16.95 

Custodian. 

. 15.95 

15.95 

Cybernoid ..tt7. 

. 13.95 

----- 

Cybernoid 2 .77.7.7. 

. 13.95 

16.95 

Daley Thompsons O.C... 

. 13.95 

16.95 

Double Dragon .:77. 

. 13.95 

----- 

Driller.rrrrr:. 

. 16.95 

16.95 

Dragon Ninja .....7...... 

. 15.95 

----- 

DNA Warrior. 


13.95 

Dragon's Lair (1 mb) .777 

:. 

36.95 

Dungeon Master (Imb Amiga)^6.95 

16.95 

Dominator. 

. 16.95 

16.95 

Elite.. 

. 16.95 

16.95 

Earl Weavers Baseball ... 

. 

16.95 

Elf. 

. 13.95 

13.95 

Empire. 

. 16.95 

16.95 

Espionage. 

. 13.95 

13.95 

Excalibur. 

. ----- 

10.49 

F16 Falcon. 

. 16.95 

20.95 

F16 Combat Pilot. 

. 16.95 


Face Off. 

. 

10.49 

Fernandez Must Die. 

. 7... 16.95 

16.95 

F.O.F.T. 

. 24.95 

----- 


Ferrari Formula One. 

ST AMIGA 

16.95 

^VV\P 

Phobia ...Tttt.. f. .T. 

V ST AMIGA 

16.95 16.95 

Final Command. 

. 16.95 

16.95 

Question of Sport .rrrw. 


13.95 

Fire Zone. 

. 16.95 

16.95 

Quest for Clues. 

11.95 

11.95 

Fish.'-- 

. 16.95 

16.95 

R-Typerrrr^r.. 

15.95 

19.95 

Flight Simulator 2. 

. 27.95 

27.95 

Raffles. 

----- 

16.95 

Football Manager 2 ...-r—.. 

. 13.95 

13.95 

Raiders. 

----- 

13.95 

Football Manager 2 Exp Kit. 

. 10.49 

10.49 

Reach for the Stars. 


16.95 

Forgotten Worlds .777. 

. 16.95 

16.95 

Realm of the Trolls.. 

13.95 

16.95 

Fright Night. 

----- 

16.95 

Ringside. 

----- 

16.95 

Fusion. 

. 16.95 

16.95 

Roadblaster .ttt:. 


13.95 

Galdregon's Domain. 

. 15.95 

15.95 

Robocop... 

13.95 


Game Over 2. 

. 13.95 

13.95 

Run the Gauntlet. 

16.95 

16.95 

Garfield (Winter's Tail). 

. 13.95 


Scenery Disc 7. 

13.95 

16.95 

Guild of Thieves. 

GFL Americam Football. 

. 16.95 

16.95 

Scenery Disc 9 

(American W. Coast). 

13.95 

16.95 

Gold Hits. 


16.95 

Scenery Disc 11. 

.13.95 

16.95 

Goldrunner 2 .. 

—— 

13.95 

Scenery Disc Japan. 

13.95 

16.95 

Gunship. 

.. 16.95 


Scenery Disc Western Europe. 

13.95 

16.95 

Human Killing Machine. 

.. 13.95 

13.95 

Scrabble Deluxe .rrTT.. 

13.95 

13.95 

Honda RVF750. 

Hellfire Attack. 

..PHONE 
.. 13.95 


Shadowgate. 

Silent Service. 

16.95 

16.95 


Helter Skelter. 

.. 10.49 

10.49 

Skate or Die.-7777. 

16.95 

16.95 

Hit Discs Volume 2 ...<77. 

.. 16.95 

16.95 

Shoot em up Con. Kit .rrrT. . 

----- 

16.95 

Heroes of the Lance...7777.. 


19.95 

Skateball. 


16.95 

Hollywood Poker Pro. 

Hostages. 

..PHONE 
.. 16.95 

16.95 

Speed Ball.7777.. 

Starglider 2-7. ..7*. 

16.95 

16.95 

16.95 

16.95 

Highway Hawks. 


13.95 

S. Davis Snooker7777.. 

13.95 

13.95 

Hyperdrome.. 


13.95 

Stormtrooper. 

13.95 


Incredible Shrinking Sphere- 

.. 13.95 

----- 

Silkworm..*7??.. 

13.95 

13.95 

International Karate + ..77?..... 

.. 16.95 

16.95 

Savage. 


16.95 

Iron Lord. 

.. 16.95 

20.95 

Strike. 

20.95 


Jet. 

.. 27.95 

27.95 

Strip Poker 2+. 

10.49 

10.49 

Joan of Arc. 

.. 15.95 

19.95 

Strip Poker 2+ Data Disc 1. 

6.99 

6.99 

Jug. 

.. 13.95 

13.95 

Super Hang-On.—?. 

----- 

16.95 

Journey. 


20.95 

Superman. 

13.95 

13.95 

Jaws. 

.. 15.95 PHONE 

Skweek. 

15.95 

15.95 

Kennedy Approach. 

.. 13.95 

16.95 

Super Scramble. 

, 14.95 

14.95 

Kenny Dalgleish Soccer. 

.. 13.95 

13.95 

Teenage Queen. 

. 13.95 

13.95 

Kick Off . 

.. 13.95 

13.95 

The Last Trooper. 

. 6.99 

----- 

Krista 1..T7T.T7.7. 

----- 

20.95 

The Real Ghostbusters. 

. 13.95 


Kult. 

.. 16.95 

16.95 

Time Scanner. 

. 16.95 

----- 

Leaderboard Collection BirdiSTTfc.95 

16.95 

Typhoon Thompson. 

. 15.95 

15.95 

Legend of the Sworch. .. 

.. 16.95 

16.95 

Tom & Jerry. 

. 16.95 

16.95 

Little Computer PeopleTTTTTT?... 

... 8.98 


3D Pool Challenge. 

. 13.95 


Live and Let Die. 

Lombard RAC Rally. 

..PHONE 
.. 16.95 

16.95 

Ultimate Golf. 

Verminator. 

. 15.95 
. 16.95 

15.95 

Lords of the Rising SunrrT7... 


20.95 

Vindicators. 

. 16.95 

16.95 

Licence to Kill. 

... 15.95 

15.95 

Virus Killer. 

8.95 

8.95 

Mega Pack...™*. 

... 16.95 

16.95 

Voyager.*?77T.. 

. 16.95 

16.95 

Manhunter New York... 

Night Hunter. 


20.95 

Warships. 

. 16.95 

----- 

... 16.95 

16.95 

Willow. 

. 16.95 

19.95 

Night Raider. 

... 13.95 


War in Middle Earth ..777. 

. 13.95 

13.95 

New Zealand Story...-r7T7. 

...PHONE 

PHONE 

Weird Dreams. 

. 16.95 

16.95 

Operation Neptune. 

... 16.95 

16.95 

Wrangler. 

. 10.49 

10.49 

Operation Wolf...7777. 

... 13.95 

16.95 

Waterloo. 

. 19.95 


Pacland ...*~\. 

... 13.95 

13.95 

Wicked. 

.PHONE 

PHONE 

Pacmania ..tt?. 

... 13.95 

13.95 

Xybots.77777. 

. 15.95 

15.95 

Police Quest 2. 

... 16.95 

20.95 

Zak McKracken .. TTTttt:. 

. 16.95 

16.95 

Populous.... t77.. 

... 19.95 

19.95 

Zak McKracken Hint Book. 

. 1.95 

1.95 

16.95 

Powerdrome. 

... 16.95 

16.95 

Zany Golf. 

. 16.95 

Precious Metal. 

... 16.95 

16.95 

Zork Zero. 

----- 

16.95 

Prison. 

... 13.95 

13.95 

Test Drive 2. 

----- 

16.95 

Puffy's Saga. 

... 16.95 

16.95 

Dark Side...777777?.. 

. 17.95 

17.95 

Purple Saturn Day ...77?. 

... 16.95 

16.95 

Bio Challenge. 

. 17.95 

17.95 


| Phone: Call 0476 591040 24 Hour Service with your Access/Visa Details. 1 


All prices include VAT at 15%. All Amiga and Atari hardware available. How to order- Post: Send cheques, 

PO or Visa/Access details to the address below. 

___ _ The Old Malthouse, Springfield Road, Grantham, Lines NG31 7SE. 

Subject to availability, all items are despatched within 24 hours. E&OE. 

/s clerance. Just because you don't see it - doesn't mean we haven't got it - please ring for details 

Please make cheques payable to Turtlesoft 


TURTLESOFT Dept THO, Unit 3, 
Si 

Cheque orders require 7 days 
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yuppiescomputer club 

81 THURMOND CRESCENT, STANMORE, 

WINCHESTER, HAMPSHIRE S022 4DH 

An amazing offer for ATARI ST and AMIGA owners . 

AMIGA 

Vixen Nigel Mansel 

Code 101 Code 102 

£3.95 £5.95 


ATARI ST 


Afterburner 
Code 104 
£11.95 

Rampage 
Code 201 
£4.95 

Super Cycle 
Code 204 
£4.95 


War Zone 
Code 105 
£2.95 

International 
Karate Code 202 
£5.95 

Afterburner 
Code 205 
£9.95 


Championship 
Football Code 103 
£5.95 

Championship 
Baseball Code 106 
£5.95 

Rolling Thunder 
Code 203 
£4.95 

Crazy Cars II 
Code 206 
£9.50 


CHOOSE FROM 1 GAME TO ALL 6 


If you don’t see the title you want advertised here, just write to us with a choice of 3 games and we will send you a special introductory 
price on the games of your choice. 

Join Yuppies Computer Club and get most Atari ST and Amiga games for an amazing discount of upto 60%. As a member your only 
committment to us is to buy 1 game every 2 months. Your Membership is valid for 1 year after which time you may cancel. Just write to us 
and we will cancel it for you. 

PLEASE MAKE CHEQUES POSTAL ORDERS PAYABLE TO: YUPPIES COMPUTER CLUB (add £1.50 p&p to each game you 
purchase) 

Atari: Code 201 202 203 204 205 206 

Amiga: Code 101 102 103 104 105 106 

Please circle Code No. of your choice of game. 

Mr/Mrs/Ms:_Address:- 


. Postcode:. 


Parent/Guardian Signature (if under 18)_ 


SUPERVISION ELECTRONICS 




13 Mansfield Road, Nottingham NG1 3FBTel: 0602 475151 


PC ENGINE 

PC ENGINE PRICE LIST 

PC Engine Pal 1 Version with One Free Game (works 
on any T.V.) 

EX -1 Joystick 
Auto Fire Joypad 
5 Player Joystick Interface 

PC Engine Interface Unit CD-Rom System with Two 
Free Games 

PC ENGINE SOFTWARE 
R - Type 1 
Drunken Master 
Namcot Baseball 
Chan & Chan 

Wonderboy in Monsterland 
Victory Run 
R - Type II 
Galaga 88 

World Court Tennis 
Alien Crush 
Legendary Axe 
Fantasy Zone 
Space Harrier 
Vigilant 
Dragon Spirit 
Watura 
Son & Son II 
Dungeon Explorer 
Motoroader 
P 47 

Yu Yu Insect 
Necromancer 
FI-Pilot 
Winning Shot 
Rainbow Island 
(Bubble Bobble II) 

Denarius 
OutRun 


With shipment comes in from Japan every 3 weeks, a 
lot more latest games are not listed for the latest up¬ 
date please ring us on the above number. 

SEGA 16 BIT 

Sega Megadrive Software 
Altered Beast 
Space Harrier II 
Thunderforce II 
Super Thunderblade 
Alex Kidd 
Baseball 

With shipment comes in from Japan 
every 3 weeks, a lot more latest 
games are not listed for the latest 
update. Please ring us on the above 
number. 

NINTENDO 


Altered Beast 
Afterburner 
Flying Shark 
World Court Tennis 
Deep Blue 
Tiger Heli 
Monster Path 
Ninja 

Thunderblade 
Shinobi 
Twin Heli 
Ninja Warrior 


Ghosts 'n' Goblins 
Star Soldier 
Jackal 
Top Gun 
Bomb Jack 
Solomon's Key 
Double Dribble 
Double Dragon 
Ninja Boy II 

80 Days Around the World 

Mag Max 

Super Mario III 

Super Mario Bros 

The Legend of Kage 

Agus 

Twin Bee 

Might Bomb Jack 

Craz Island 


King of Ghost 

1943 

Soccer 

Contra 

Pinall 

Karnov 

Sumo Wrestling 
Goonies 
Wrecking Crew 
Labyrinth Temple 
Spelunker II 
Satan Den 
Pro-Wrestling 
Maze Song 
Galaga 
Ghost Club 
F-1 Race 
Renegade 


Elevator Action 
Battle City 
Green Beret 
Legndary Wings 
Miracle Stone 
Metroid 
1942 

Operation Wolf 
Star Force 
Son & Son 
Ninja R Ukenden 
Nang Wan Do Si 
Godzilla War 
Delta Force 
Donkey King 
The Black Bass 
The New Type 
Gyrodine 
Laya 

Rainbow Island 
Salamander 
Super Detective 
Love Fight 
World Soccer 
Rolling Thunder 
Grudius II 
Godzilla 
Space Harrier 
Knight Rider 
Ice Hockey 
Top Secret 
Bubble Bobble 


Crocodile Dundee 
Northen Ken 
B-Wings 

Heaven Adventure 
The Goonies II 
Tiger Heli 
Arkanoid 
Super Chinese 
Dragon Spirit 
Donald Duck 
Fighting Road 
Mighty Atom 
Magic Island 
Cobra Command 
Super Mario II 
Mario Bros 
Donald Land 
Spx-Aso 
Gunsmoke 
Bomber Man 
Bomber King 
Adventure in 2100 
Mickey Mouse 
Infant Ninja 
Star Wars 
Metal Fight 
Alien Syndrome 
Metal Gear 
Fantasy Zone II 
Air Wolf 
Super Samurai 


Joystick.£15.99 to £24.00 

Joypad.£9.99 to £15.00 

Auto Fire Joypad.£21.99 

Family Computer Disk 

System.£89.99 

Nintendo Family Computer.£110 


THE ONE ^^^1 AUGUST 1989 



































THE ONE 1 no I AUGUST 1989 



RETAIL, Dept THO 

‘Lacey s’ 

76-78 Station Road 
Port Talbot 
W. Glamorgan 
South Wales SA13 1UP 
Tel: (0639) 899338 

TITLE 

Airborne Ranger.. 

A Question of Sport .rr*. 

Amiga Gold Hits . 

Archipelagos.. 

Armalyte.. 

Baa. 

Batman.. 

Bard’s Tale I or II 
Battle Hawks 1942 . 

B.A.T. 

Balance of Power 1990 .. 

Ballistiks.. 

Barbarian II (Palace)* 

Battle Chess.... 

Bio Challenge.. 

Bionic Commando.: 

Blasteroids.. 

Black Lamp. 

Blood Money .: 

Bobuzai. 

Buggy Boy.. 

Bubble Bobble.. 

Carrier Commander 
Combat School- 
Corruption .. 

Cosmic Pirates.. 

Custodian. 

Crazy Cars II 
Cybernoid 11.. - 
Dark Side*....*:' 

Deluxe Paint II 
Degas Elite.. 

Denaris.—. 

Dragons Lair- 

Dragon Ninja . 

Double Dragon * 


THE GAMES SHACK 

“FOR ALL YOUR SOFTWARE REQUIREMENTS” 

Tel. (0639) 894211 - 24 Hr. 


MAIL ORDER Dept THO 

6 Phoenix Avenue 
Margram 
Port Talbot 
W. Glamorgan 
S. Wales SA13 2LS 
Tel: (0639) 894211 



Dungeon Master.rrr:. 

Driller . r rr . 

Elite.r-T'. 

Eliminator.* 

Falcon..rrrrTT. 

FI 6 Combat Pilot. 

Fernandez Must Die.. 


Fed of Free Traders.: 

Fish. 

Fire & Forget. 

Forgotton Realms.— 
Fusion.. 


ST 

AMIGA 

...16.79.... 

.16.79 

-13.64... 

.16.79 


.16.79 

....16.79... 

.16.79 

.13.64... 

.13.64 

— 13.64... 

.13.64 

— 13.64... 

.13.64 

....16.79... 

.16.79 

....16.79... 

.16.79 

— 16.79... 

.16.79 

— 16.79... 

.16.79 

— 13.64... 

.13.64 

..13.64... 

.13.64 

....16.79... 

.16.79 

....13.64... 

.16.79 

— 13.64... 

.16.79 

— 13.64... 

.16.79 

— 13.64... 

.13.64 

— 13.64... 

.13.64 

— 16.79... 

.16.79 

— 13.64... 

.16.79 

— 13.64... 

.13.64 

— 16.79... 

.16.79 

— 13.64... 

.16.79 

— 16.79... 

.16.79 

—13.64... 

.13.64 

— 13.64... 

.13.64 

....16.79... 

.16.79 

— 13.64... 

.13.64 

.. Phone... 

.... Phone 


.49.95 

16 79 


.13.64 


.29.99 

....13.64... 

.16.79 

—13.64... 

.13.64 

— 16.79... 

.16.79 

— 16.79... 

.16.79 

— 16.79... 

.16.79 

—13.64... 

.13.64 

— 16.79... 

.19.95 

— 16.79... 

.16.79 

....16.79... 

.16.79 

— 19.95... 

.19.95 

....16.79... 

.16.79 

....16.79... 

.16.79 

....13.64... 

.13.64 

16.79... 

.16.79 


TITLE 

Football Director II.13.64- 

Gauntlet II. 

Gemini Wing..' 

Guerilla War.? 

Gunship. 16.79.. 

Goldrunner I or II.13.64.. 

Gryzor.13.64.. 

Ghosts and Goblin s .. - . .13.64.. 

Hostages.77...7*..16.79.. 

IntercepU 
IK+.r 

International Soccer.13.64.. 

Incredible Shrinking Sphere.13.64- 

Iron Lord. 

Jack Nicklaus 18 hole golf.. 

Joan of Arc . 

The Kristal — . 

Leaderboard Birdie-.- TTr""! 

Legend of the Sword .......177*.16.79.. 

L.E.D. Storm. 

Lombard R.A.C. Rally... 

Leathernecks. 

Lord of the Rising Sun7 

Manhattan Dealers.13.64.. 

Menace.. _ _ 

M icroprose Soccer. .77.... 7..16.79. . 

1943.13.64.. 

Navy Moves*.13.64.. 

Netherworld. . 

Nightraider.. 

Nebulus...— 

Operation Neptune.. 

Operation Wolf- .... -r». 

Outrun Europa*.Phone.Phone 

Paperboy* .13.64.16.79 

Pacmania-r..—.13.64.13.64 

Pacland .-rrr:..—.13.64.13.64 

Phantom Fighter.13.64 

Pioneer Plague.16.79 

Power Play.13.64.13.64 

Populous ...rrr..—.16.79.16.79 

Powerdrome.16.79.16.79 

Pools of Radiance;. .- .13.64.16.79 

Purple Saturn Day.16.79.16.79 

Puffy’s Saga.16.79.16.79 

Premier Collection — 777 .19.95.19.95 

Precious Metal......—.7.16.79.16.79 

Red Heat*.13.64.16.79 


ST 

AMIGA 

..13.64... 

.13.64 

..13.64... 


..13.64... 

.13.64 

..13.64... 

.16.79 

..16.79... 


..13.64... 

.13.64 

..13.64... 

.16.79 

..13.64... 

.16.79 

..16.79... 

.16.79 


.16.79 

..13.64... 

.16.79 

..13.64... 

.13.64 

..13.64... 

.16.79 

..16.79... 

.16.79 

Phone... 

.... Phone 

..13.64... 

.16.79 

..19.95... 

.19.95 

..16.79... 

.16.79 

..16.79... 

.16.79 

..13.64... 

.13.64 

..16.79... 

.16.79 

..13.64... 

.13.64 


.19.99 

..13.64... 

.16.79 

..13.64... 

.13.64 

..16.79... 

.16.79 

..13.64... 

.16.79 

..13.64... 

.16.79 

..13.64... 

.13.64 

..13.64... 

.13.64 

..13.64... 

.13.64 

..16.79... 

.16.79 

..13.64... 

.16.79 

Phone... 

.... Phone 


TITLE 

Real Ghostb uster s.13.64. 

Renegade . 

Roadblaste rs .rr T"^. 

Robocop.... . 

R-Type .— 

Rocket Ranger-.‘7 77!>-- 

Return of the Jedi.. 

Run the Gauntlet. 

RVF*... . . 

Shinobi. 

Shadow Gate. 16.79. 

Shoot ’em up Construction Kitr-T.16.79. 

Silk Worm .13.64. 

Space Harrier I or II .fTTTTV 

Starglider I or II.r.——. 16.79. 

Skweek*. . . 

Skate or DieVT... —.16.79. 

Skateball. 

ST Five Star.-rr-rr.16.79. 

Stargoose.13.64. 

STOS. 

Speedball.. . .16.79. 

Super Hang-On . 

Sword of Sodan r..X.. 

Tangled Tales*. 

Techno Cop.16.79. 

Titles ST.29.99. 

Test Drive I or II. 

Track Suit Manager..13.64. 

Trivial Pursuit -rrrrt . 

Triad. — m..r rr . 

Time and Magic. 

Times of Lore .-rrrr>.. 

TV Sports Football .-rrrrTT. 

Ultima V. 

Victory Road..j^i*. 

Vindicator s. . 

Virus.—.. 

Video Studio. 

War in Middle Earth...-—s.16.79. 

Where Time Stood Still. 

WEc Le Mans.13.64 

Xybots*....rrr-».. 

Xenon....—. 

Xenon II Meg ablast* .16.79. 

Xenophobe...!.—.T?. 

Zany Golf. 

Zack McCracken - . — 



ST 

AMIGA 

..13.64... 

.13.64 

..13.64... 

.16.79 

..13.64... 

.13.64 

..13.64... 

.16.79 

..13.64... 

.16.79 

..16.79... 

.16.79 

..13.64... 

.13.64 

..13.64... 

.16.79 

Phone... 

.... Phone 

..13.64... 

.13.64 

..16.79... 

.16.79 

..16.79... 

.16.79 

..13.64... 

.13.64 

..13.64... 

.16.79 

..16.79... 

.16.79 

..13.64... 

.13.64 

..16.79... 

.16.79 

..16.79... 

.16.79 

..16.79... 


..13.64... 

.13.64 

..19.95... 


..16.79... 

.16.79 

..13.64... 

.16.79 


.19.95 

Phone... 

.... Phone 

..16.79... 

.16.79 

..29.99... 


..16.79... 

.16.79 

..13.64... 

.13.64 

..13.64... 

.13.64 

..19.95... 

.19.95 

..13.64... 

.13.64 

..16.79... 

.16.79 


.19.95 


.19.95 

..13.64... 

.16.79 

..13.64... 

.13.64 

..13.64... 

.13.64 


.92.00 

..16.79... 

.16.79 

..13.64... 

.16.79 

..13.64... 

.16.79 

..13.64... 

.13.64 

..13.64... 

.13.64 

..16.79... 

.19.95 

Phone... 

.... Phone 

..16.79... 

.16.79 

..16.79... 

.16.79 


We also stock a full range of 8-bit and console software. There are also many more titles that are not listed above. Software that is not yet 
] released shall be dispatched on availability. * software not released at time of going to press. Prices include V.A.T. and U.K. postage. jZ 
Lj 24 hour dispatch subject to availability. We also stock a wide range of hardware. 8 


WORLDWIDE SOFTWARE 
1 BRIDGE STREET 
GALASHIELS R 

TD1 1SW “ C 


AMIGA/ST SOFTWARE 

3D Pool 

4th and Inches 

African Raiders 

Afterburner 

Airball 

Airborne Ranger 
Alien Syndrome-^ — — 
Alternative Reality 

Amiga Gold Hits---- 

Annals of Rome 

Arhcipelagos 

Archon Collection — . 

Arctic Fox 

Artura 

Astaroth 

Autoduel 

Baal 

Balance of Power 1990 
Balistix 
Barbarian 2 
Bards Tale 2 - - 

Bards Tale — » 

Batman^ ~ - 
Battlechess ■“ — 

Battlehawks 1942 
Battletech 
Beam 


WORLDWIDE 


SOFT WA R E 




WORLDWIDE SOFTWARE 
106A CHILWELL ROAD 
BEESTON 
NOTTINGHAM NG9 1ES 


AMIGA ST 

AMIGA/ST SOFTWARE 

AMIGA ST 

AMIGA/ST SOFTWARE 

AMIGA ST 

AMIGA/ST SOFTWARE 

AMIGA ST 

AMIGA/ST SOFTWARE 

AMIGA ST 

16.95 

14.95 

Demons Winter 

17.95 17.95 

High Steel 

14.95 14.95 

Paladin 

21.95 21.95 

Supercars Test Drv II 

11.20 

- 

14.95 


Denaris-—— 

14.95 14.95 

Hollywood Poker Pro 

18.75 18.75 

Pawn 

16.95 16.95 

Sword of Sodan 

17.95 

— 

14.95 

14.95 

Digicalc 

28.95 28.95 

Hostages 

16.95 16.95 

Personal Nightmare 

21.95 21.95 

Talespin 

21.95 21.95 

14.95 

14.95 

Dominator 

14.95 14.95 

Interceptor 

17.95 - 

Phobia.*-—^ 

17.95 17.95 

Tank Attack v 

' 16.95 

— 

14.95 

_ 

Dragon Ninja^-—** 

14.95 14.95 

Internat Karate+■ ,, " , ' s 

17.95 14.95 

Pirates 

- 16.95 

Targhan 

16.95 

16.95 

16.95 

16.95 

Dragons Lair 1 Meg 

31.95 - 

It Came from Desert 

21.95 - 

Police Quest 

17.95 17.95 

Technocop / \ 

14.95 

14.95 

16.96 

14.95 

Dreamzone 

16.95 16.95 

Japan Scenery Disk . 

14.95 14.95 

Populouos — 

17.95 17.95 

Teenage Queen ( 

\ 14 -95 

14.95 

14.95 

14.95 

Driller — «. 

16. 95 16.95 

Jaws V 

14.95 14.95 

Powerdrome 

17.95 17.95 

Test Drive 2 Calif Chal 

' 11.20 

— 

17.95 


Dungeon Master 1 Meg*'"' 16.45 - 

Joan of Arc f \ 

17.95 17.95 

Precious Metal — ” 

17.95 17.95 

Test Drive 2 The Duel 

17.95 

— 

17.95 

17.95 

Dungeon Master Editor —■ —s 7.99 7.99 

Journey 

21.95 21.95 

Premier Collection— — 

21.95 21.95 

The Deep 

17.95 

17.95 

16.95 

16.95 

Eliminator ^ ” 

14.95 14.95 

Kennedy Approach 

16.95 16.95 

Prospector 

16.95 - 

Thunderbirds 

16.95 

16.95 

7.25 

7.25 

Elite -* 

16.95 16.95 

Kenny Dalglish Soccer Mngr 

14.95 14.95 

p T yp° - 

17.95 14.95 

Times of 1 nr« 

16.95 

16.95 

7.25 

7.25 

Emmanuelle v 

14.95 14.95 

KickOff -- 

14.95 14.95 

Rampage— 

17.95 - 

Time Scanner 

17.95 

14.95 

14.95 

_ 

Empire Strikes Back \. 

—^14.95 14.95 

Kingdom of England 

16.95 - 

Red Heat 

17.95 14.95 

Total Eclipse 

16.95 

16.95 

17.95 

17.95 

Empire ^\ 

17.95 17.95 

Kings Quest Triple Pack 

17.95 17.95 

Rick Dangerous 

17.95 17.95 

Tracksuit Manager 

14.95 

14.95 

16.95 

- 

FI 6 Combat Pilot ~ 

V 21.95 21.95 

Krystal-" 

21.95 21.95 

Ringside 

17.95 17.95 

Trained Assasin 

16.95 


14.95 

14.95 

FI 6 Falcon — 

21.95 21.95 

Kult _ 

16.95 16.95 

Robocop — — — 

17.95 14.95 

TV Sport Football -- 

21.95 


16.95 

16.95 

F16 Falcon Mission Disk 

14.95 14.95 

Last Duel 

11.20 11.20 

Rocket Ranger—— - 

17.95 17.95 

UMS- 

16.95 

16.95 

14.95 

14.95 

Ferrari Formula 1 

17.95 - 

Last Ninja 2-~~ 

17.95 17.95 

Run the Gauntler 

16.95 14.95 

US Gold Giants-- 

— 

21.95 

16.95 

16.95 

Fire Brigade (1 Meg) 

21.95 - 

Leaderboard Collection «- 

-4Z.95 14.95 

Running Man 

16.95 16.95 

Vigilante 

14.95 

14.95 


Bio Challenge 
Black Caul dron 
Black Tiger ** ~*"’~** 
Blood Money " 
Bloodwyche 
Breach 

Bridge Player 2000 
California Games w 
Capone 
Captain Blood 
Captain Fizz 
Carrier Command 
Castle Warrior 
Chariots of Wrath 
Circus Attractions 
Colossus Chess X 
Corruption 
Cosmic Pirate 
Crazy Cars 2 
Custodian 
Cybernoid 2 ^ ' - 

DNA Warrior_ 

Dark Side**"— 
Datastorm 
De Luxe Scrabble 
Deja Vu 2 


X 


17.95 
7.25 7.25 

16.95 16.95 

17.95 17.95 
17.95 17.95 

17.95 - 

16.95 16.95 
16.95 16.95 
16.95 16.95 

16.95 16.95 

17.95 17.95 

16.95 16.95 

17.95 17.95 

14.95 14.95 

14.95 - 

14.95 14.95 

21.95 - 

16.95 16.95 
11.20 11.20 
16.95 16.95 
16.95 16.95 

16.95 16.95 

14.95 14.95 

16.95 16.95 
16.95 16.95 
16.95 16.95 

16.95 14.95 

14.95 14.95 

14.95 14.95 
14.95 14.95 

16.95 16.95 

16.95 16.95 

14.95 14.95 

17.95 17.95 


★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★**★************** 

★ FAST DELIVERY ON ALL STOCK ITEMS BY 1ST CLASS MAIL IN UK * 

★ SPECIAL OVERSEAS SERVICE BY AIR MAIL WORLDWIDE * 

★ CREDITCARD ORDERS ACCEPTED BY PHONE OR MAIL * 

★ CREDIT CARD ORDER TELEPHONE LINES m ...... * 

•k NORTH SCOTLAND . „ SOUTH, MIDLANDS ★ 

★ N. IRELAND OVERSEAS OVERSEAS TELEPHONE ONLY WALES ★ 

★ 0896 57004(24 HOURS) NOTTINGHAM 225368 0602 252113 (24 HOURS) ★ 

★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★★********************** 


X 


Firezone 
Fish 

Flight Simulator 2 
Flying Shark ^— 

FOR" _^ 

FootbaTlDirector 2 
Football Manager 2 Ex p Kit 
Football Manager 
Forgotten Worlds-——— 
Fright Night 
Fun School 2 (6-8) 

Fun School 2 (over 8) 

Fun School 2 (under 6) 
Fusion -— 

Galdragons Domain 
Games Winter Edition 
Gauntlet 2 - " - 
Gold Rush 
Grand Monster Slam 
Grand Prix Circuit 
Gunship 

Hawkeye — x 
Heroes of the Lance ^ 


17.95 17.95 

16.95 16.95 

28.95 28.95 

16.95 - 

21.95 21.95 

14.95 14.95 
9.99 9.99 

14.95 14.95 
14.95 14.95 
14.95 14.95 
14.95 14.95 
14.95 14.95 

14.95 14.95 

17.95 17.95 

14.95 14.95 

14.95 14.95 

17.95 14.95 

17.95 17.95 

14.95 14.95 

17.95 - 

17.95 - 

16.95 16.95 

17.95 17.95 


Leisuresuit Larry 
Leisuresuit Larry 2 
Licence to Kill 
Little Computer People “ 
Lombard RAC Rally 
Lords of Rising Sun— 
Manhunter 
Marble Madness 
Mayday S quad 
Menace•— — ’ 

Mickey Mouse 
Microprose Soccer- 
Millenium 2.2 
Mini Golf 
Murder in Venice 
Navy Moves 
New Zealand Story 
Night Dawn 
No Excuses 
Operation Neptune 
Operation Wolf 
Outrun 
Pacmania - 


14.95 14.95 

21.95 21.95 

14.95 14.95 
-.11.20 11.20 

16.95 16.95 

21.95 - 

21.95 21.95 
7.25 7.25 

'14.95 14.95 

14.95 14.95 
VI 4.95 14.95 

T5.95 16.95 

17.95 17.95 

14.95 14.95 

17.95 17.95 

14.95 14.95 

17.95 17.95 

16.95 16.95 

14.95 - 

16.95 16.95 

16.95 14.95 

7.25 7.25 

14.95 14.95 


X 


RVF 
Savage 
Scenery Disk 9 
Scorpion 
SDI 

Shogun 
Shoot Em Up Const Kit- 
Silent Service 

Qilkwvm - 

Skweek 
Skyfox 2 

Sleeping Gods Lie 
Sorceror Lord 
Space Hnrrirr^ 

Space Quest 2 
Space Quest 3 
Speedball — — 
Spherical 
Starglider 2 — —<■ 
Steigar 

Steve Davis Snooker — 
Super Hang Orv^——._ 
Super Scramble 


16.95 16.95 
16.95 16.95 
11.20 11.20 

16.95 16.95 

17.95 14.95 

21.95 - 

16.95 16.95 

16.95 16.95 

14.95 14.95 

14.95 14.95 
7.25 7.25 

16.95 16.95 

17.95 17.95 

14.95 14.95 

17.95 17.95 

- 21.95 

16.95 16.95 

14.95 14.95 

16.95 16.95 

14.95 14.95 

14.95 14.95 

17.95 14.95 

14.95 14.95 


Europe (other than UK) 
Shipping costs are 
£1.50 per disk for normal air mail 
£2.50 per disk for express air mail 


Please make cheques or postal orders payable to 

WORLDWIDE SOFTWARE. 

All prices include postage & packing in UK. Credit card orders accepted by phone or mail 
Galashiels: (0896) 57004 (24 hours) Nottignham: (0602) 252113 (24 hours) 

ADVERTISED PRICES ARE FOR MAIL AND TELEPHONE ORDERS 
ALL PRICES CORRECT AT TIME OF GOING TO PRESS. E&OE_ 


Voyager 

War in Middle Earth —> 

WEC Le Mans 
Weird Dreams 
Wicked 

World Tour Golf 
Xenon ^ 

Xenophobe **—■ 

Xvbot s 

Zak McKracken— 

Zork Zero 

JOYSTICKS 

Cheetah 125+ 

Cheetah Mach 1 
Cheetah Starprobe 
Quickjoy Supercharger 
Comp Pro 5000 
Comp Pro 5000 Clear 
Comp Pro 5000 Extra 
Konix Speedking 
Konix Speedking Autofire 
Cruiser 

Quickshot Turbo 
Adv Hint Bookd 
Bards Tale 1 or 2 
Space Quest 1 or 2 
Kings Quest 1 or 2 or 3 
Pools of Radiance 
Police Quest 
Leisuresuit Larry 
Blank Disks, Covers etc 
10 x 3.5" DS/DD Blank Discs 
Amiga Keyboard Cover 
Atari Keyboard Cover 
Mouse Mat , 

40 Disk Storage Box 
80 Disk Storage Box 
Amiga/ST Drive Head Cleaner 


14.95 14.95 

17.95 14.95 

16.95 16.95 

17.95 14.95 

7.25 - 

14.95 14.95 

16.95 16.95 

14.95 14.95 

17.95 17.95 

21.95 - 

6.95 

10.95 

12.95 
12.95 

12.95 

13.95 

14.95 

10.99 

11.99 

8.99 

10.95 

5.00 

6.99 
6.99 
7.00 


6.99 

4.99 

8.95 

9.96 

6.99 


Outside Europe 
Shipping costs are 
£2.00 per disk for normal air mail 
£3.00 per disk for express air mail 



































































































































































































































































































































































THIS MONTH! 


Live And Let Die with LICENCE TO KILL! 

Out Of This World Help For MILLENNIUM 2.2, 
XYBOTS And FORGOTTEN WORLDS 



^^odge the second Goolu by falling 
mJ off the ladder (rather than 
climbing down it) and running away from him. 
The third Goolu may also be followed — quickly 
go down the first ladder you reach as you 
follow him, since the furthest ladder will lead 
you into the path of a blow dart. 


RICK DANGEROUS 

Firebird 

> Kevin Norburn and Simon 
Phipps of Core Design not 
only designed the game, 
they also put together this useful 
cache of tips. 


U ei 

IVin 


r eep running away from the roll- 
king boulder and pull to the right 
on the final fall. In this way you miss both the 
patrolling Goolu and the boulder. Get off the 
screen as quickly as possible, as the quicker you 
complete this first section, the more bonus 
points you get. 





K ill f 
and 


r ill the first Goolu with a bullet 
nd jump from the first step to 
collect the mask. Don’t stand on the platform 
it stands on, as this will trigger a blow dart. 


IN GENERAL . . . 

9 Always use the gun to kill ene¬ 
mies across gaps or where an 
instant response is needed. 

• Use dynamite where you can — 
this saves bullets and it may be 
able to kill more enemies than a 
bullet, which only counts as a sin¬ 
gle hit. 

9 Use the stick to hold back seve¬ 
ral enemies at a time, then drop 
some dynamite and run away. This 
is a good way of killing more than 
one enemy when you are short of 
ammo. It also piles on the points, 
as a dynamite kill scores twice as 
highly as a bullet. 

• The stick also comes in useful 
when a long pixel-perfect jump is 
required. Use it to stop Rick on the 


r 


IXill 

IVth 


r ill all the Goolus with bullets as 
they fall - don’t let any one of 
them reach the bottom of the screen. Jump 
down to just below your entrance point (you 
will hear a ping) and then run over to the 
bottom right corner of the screen (a fanfare 
will sound and you’ll receive a bonus of around 
2,000 points). The faster you make it to the 
bottom right comer, the higher the bonus you 
get. 


w. h 


fhen you enter this screen, fall 
straight down. Touch the 
wooden pole at the bottom of the screen and 
run left quickly to avoid the flying rock. When 
it stops, jump on it to get onto the wooden 
platform, which will disable the spike trap to 
your left. Jump up and to the left to touch the 
second wooden pole and disable the right spike 
trap. Wait until the block returns to its place of 
origin, jump down onto it and exit. 


,, .. ,:i : 


very edge of a platform, get ready 
to jump by pointing at a diagonal 
and release the fire button to jump. 
This will always see you to the 
other side safely. 

9 Be careful when using the gun or 
dynamite where there is extra 
ammunition in close range — it may 
be blown up by accident. 

9 Beware of the mummies on level 
2 and guard dogs on level 3 
bullets and dynamite cannot stop 
them and must be avoided instead. 
9 Push up when you land on ‘boun¬ 
cy* floors — this gives extra height 
to your jumps. 

9 Whenever you see a stone sculp¬ 
ture, snake head or whatever, 
DUCK! These will often fire blow 
darts. 


1 ^ 
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LICENCE TO KILL 

Domark 

LEVEL ONE 

In the first scene, your objective is 
to destroy the escaping jeep as 
quickly as possible — if you can do 
this it won’t appear on the follow¬ 
ing section, making life a little 
easier. The best tactic is to go into 
an all-out attack as soon as the 
level begins and hope to knock the 
jeep out before you enter the terri¬ 
tory guarded by Sanchez’s men. 
Remember that while you can fire 
all the time, your shots will only hit 
the jeep while you are accelerating 
(ie the nose is pointing down). Try 
and keep in line with the jeep and 
never stray off the road, where 
Sanchez’s men pose the biggest 
threat. 


T o dispense with the gunmen, 
cunning is the name of the game. 
Set your crosshair while behind a building, and 
in one swift motion, run out, let rip and run 
back to cover. With this technique you should 
sustain the minimum of damage. A more 
satisfying (but bullet-consuming method) is to 
repeatedly shoot an oil drum - this causes it to 
explode, taking everybody in the vicinity with 
it. 





LEVEL TWO 

The important thing to remember 
here is although this section looks 
like a straightforward shoot ’em 
up, it doesn’t play that way, so 
gung-ho Commando style tactics 
will only get you shot. For a start, 
never run out into the open if you 
can avoid it — it’s safer to stick 
close to the walls where you’re 
best covered from enemy fire. 
Take your time — there’s no limit, 
and Sanchez will escape no matter 
how quickly you reach the end. By 
running up to the enemy you can 
force them to run away, but this 
won’t get rid of them — they’ll just 
reappear later on. 


LEVEL THREE 

Grabbing the tail of Sanchez’s pla¬ 
ne is possibly the toughest task in 
the entire game. Bond can’t grab 
hold while the plane is obscured by 
a cloud, so try to stay in the clear 
sky as much as possible. The fire 
button will attach the tow cable if 
Bond is within range, but don’t do 
it when you’re directly over the 
plane — hit it a second before — this 
allows for reaction time. 

LEVEL FOUR 

Make use of Bond’s two swimming 
modes — over and underwater. 
Stay underwater while there are 
boats and snipers on the screen, 
and surface as soon as any divers 
appear. Keep this up and you 
shouldn’t be troubled. But remem¬ 
ber that your oxygen level is li¬ 
mited and you’ll be forced to the 
surface when it runs out. As time 
is of the essence, make acquiring a 
harpoon by stabbing a diver prior¬ 
ity one. 


nee the harpoon is affixed to 
the seaplane, make your way 
up the line as fast as you can. If you hang 
around too long the water becomes treacher¬ 
ously riddled with rocks. Watch the movement 
of the plane and try to follow it — the further 
you are from the plane, the more violently it 
will jerk you. 

m | 



LEVEL FIVE 

Making the jump from the cropdus- 
ter to the first truck is easy — 
clouds don’t play a part so it’s a 
helluva lot simpler than the third 
level. Once you’re inside the truck 
you come under attack from the 
other trucks and also jeeps. Des¬ 
troying the trucks is achieved by 
repeatedly ramming them into the 
roadside. After a while the truck’s 
trailer dislocates and is left behind, 
but the rig still poses a threat — 
this has to be knocked out too to 
completely destroy the truck. 

i eeps may look pretty puny, but 
they fire deadly Stinger missiles, 
sing hit, try to stay out of line with 
the jeeps as much as you can. To destroy them, 
just drive over them. Four wheels are no 
match for 18! 
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ross Brian Nesbitt’s palm with silver and 
^ he’ll tell your fortune.. .The One’s 
^^0 resident champ teams up vith Binary^ 
Vision to play the zodiac game. 




Selecting a gameplay style from 
one of the three available is 
important. Experiment with 
them and decide which is the 
best for you. The Tactical Bias 
makes the evil growth more 
intelligent than usual, while the 
guardians are quite tame. In t 
addition your craft is slower, 
but more maneouvrable than 
usual. In Arcade mode the evil 
growth is quite stupid, but the 
guardians are vicious sods. The 
added inertia on the craft 
makes things a little tougher. 
The standard mix falls some¬ 
where between the two and is 
a beginner’s best bet. 


Keep an ear out for the siren 
that sounds when an evil spore 
is created, as this is your only 
warning of their appearance 
(it’s almost impossible to spot 
them visually). As soon as the 
siren sounds, drop whatever 
you’re doing and concentrate 
on wiping out the spore before 
it turns into a portal. 

Establish a base as soon as 
possible. Find an area which is 
(comparatively) easy to defend 
and select this as your base (or 
‘Beachhead’ as it’s technically 
known). This can be used as the 
central point from which to 
expand across the screen. The 
best place to set up shop is in a 
corner, as this provides the 
best defence. 

Einkreisungspolitik! This isn’t 
gibberish, but a German mili¬ 
tary phrase meaning ‘encircle¬ 
ment strategy’. We English re¬ 
fer to it as pincer moverment, 


and it works just as well in 
Wicked as it did in World War 
II. Surround the enemy and 
make him fight on as many 
fronts as possible by scattering 
good portals all over the 
screen. 

Kill off pockets of evil 
growth close to your portals as 
soon as you can. Otherwise an 
evil spore might settle there 
and overrun your portals. Re¬ 
member — evil spores can only 
settle on existing evil growth. 

Don’t just shoot evil growth 
willy-nilly. Good marksmanship 


is the key to success. The most 
effective method is to shoot 
out a pathway of evil growth 
from your good portals to his 
evil ones. As good growth can 
only cover dead evil growth, it 
is channelled between the liv¬ 
ing evil growth towards his 
portals. NEVER shoot evil 
growth that doesn’t represent 
a threat. It just wastes time. 

All portals produce a limited 


amount of growth. Once they 
have done this they continue 
sporing but stop growing. Look 
out for evil portals that have 
exhausted their growth - they 
are far easier to knock out. 

Stay cool when the drum/ 
heartbeat sounds to indicate 
that time is running out. 
Although a screen may look 
even more daunting when 
there’s little time left, remem¬ 
ber that by now most evil 
portals will have stopped 
growing. If the time runs out 
and the screen is filled with evil 


portals, stand by to protect 
yourself from the guardian. If 
you’re caught out, you’ll lose 
another life to him in the 
second or so before you lose 
the screen. 

Experienced players should 
skip the first two constellations 
at the Eye of Infinity and jump 
straight in at the deep end. You 
can come back to these later to 
gain easy extra lives and - if 
you prefer - you can play 
them for a bit of light relief 
while in the middle of a tough 
conquest. 





























PICK A CARD 


The only way to find out what each Tarot card represents is to try 
’em and see, but a general rule of thumb is: if the card represents 


GUARDIANS 


BONUSES 

As well as points awarded for 
completing constellations, kill¬ 
ing guardians etc, there are a 
couple of extra bonuses to be 
found. 

# A small bonus is awarded for 
shooting the power crystals 
thrown out by the Tarot cards. 
So if you’re not interested in 
the power on offer, obliterate 
it instead. 

# You’re not allowed more 
than four lives, so if you already 
have four and an extra life 
crystal appears, collect it and a 
large points bonus is awarded 
instead. 


Each of the 36 screens is pro 
tected by its own guardian, and 
learning how to defend your 
self from these is the key to 
survival. Remember each guar 
dian is protected by a band of 
‘servants’ and the patterns and 
habits of these must also be 


■ nn w ca- 

I ture’s pat¬ 
tern is a predictable, but 
so fast its almost impossi¬ 
ble to avoid. The eight 
mini-shurikens it con¬ 
stantly fires add to the 
difficulty. Run away as 
quickly as possible. 


T he firefly itself doesn’t pose too 
much of a problem - it flies in a 
predictable spiral pattern, but its servants 
en’t quite as simple. They fly out three times 
at diagonals, but horizontally and vertically on 
the fourth. Once this pattern is mastered, it’s 
easy to work out where the next wave of 
servants will be going and be ready to avoid it. 


The growth’s Intelligence is 
represented by its shape. The 
more intelligent the growth, 
the harder it is to wipe out, and 
the more damage it does to 
your portals. For the more 
intelligent growth, the best 
tactic is to surround the evil 
portals with your own, thereby 
cutting down their avenues of 

ornwfh 


jjr ’"^8 Yjfeound growth is the least 
Imgent. About 95% grows 
om directions, with only the remain 
bowing any intelligence 
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ANY CARD 


something bad, don’t collect it and vice versa (this is where a basic 
knowledge of Tarot comes in handy!). 




T he Devi 
servants 
are arguably the hard* 
to deal with. You c 
avoid them by runnii 
away, but this is tin 
(and energy) consumir 
To shoot them, retreat 
a safe distance, wait f 
them to come into yo 
line of fire and blow *e 
away. 


"he spider’s 
servants 
move in a circular motion 
towards you and have to 
be hit twice to kill. They 
don’t pose too much of a 
problem so it’s often best 
to leave them alone and 
get on with the job in 
hand, but on later levels 
they home in on you at 
an alarming rate and 
need to be dealt with 
immediately. 


he hand 
produces 
spinning silver stars, 
which require swift ac- 
:ion in order to avoid. If 
ou leave them alone 
they multiply like bacter¬ 
ia and before long the 
whole screen will be 
swimming with the 
things. 


loves in a 
I simple cir¬ 
cular pattern, firing six 
servants at a time, two 
from each of its three 
heads. These need to be 
hit twice to destroy 
them. If they’re not too 
close it’s best to leave 
them be and concentrate 
on the job in hand they 
will soon disappear. But 
on very high levels they 
close in on you at an 
alarming r^te. 


►t teem to be the hardest guardian, but 
habits he’s the easiest to fool. He always 
in line with you. You can exploit this to 
disappears during the day, get into the 
h« reappears he’ll be directly in your line 



























































































































































































































E stablish your base at the upper- 
central part of the screen and 
decide on which way to concentrate your 
growth - either to the left or right. Forget 
about your two portals at the bottom - you 
have to work your way round to the bottom 
anyway so there’s no point in rushing down to 
protect them. 


There are certain screens that 
pose unique problems, and 
there are specific tactics that 
can be used for each ... 


T hings are starting to get a little 
too hot to handle now. Watch 
out for the ’high power* portals that appear on 
these higher levels. They look like regular 
portals but grow at an accelerated rate. The 
good portal at the top left of this screen is one 
of these - it grows at triple the ordinary speed 
making it the obvious choice for your base. On 
even higher levels there are evil high-power 
portals as well as good ones, and the only way 
to spot them is to watch the damage they do. 


3 


iouid establish your base, in a 
n to fall back on should things 
- !l - you should have the evil 


this is where yoi 





























XYBOTS 

Domark 

> Teque’s Jim Tripp has put 
together a selection of 
handy hints to get you 
started. 

# Although it’s tempting to split up 
and take separate routes around 
the maze in two-player mode, 
don’t. One of the biggest advanta¬ 
ges of the two-player game is the 
ability to protect each other when 
under fire. When you and your 
mate are at opposite ends of the 
complex, this isn’t easy! 

# It’s possible to hit a Xybot even 
if you can’t see it. Often you’ll see 
laser fire coming at you from the 
end of a corridor, but can’t see 
where it’s coming from. The reason 
for this is the Xybot that’s firing at 
you is shrouded in darkness. 
Rather than venture forward to 
get a closer look (and risk getting 
shot at even more), fire instead 
into the darkness, and aim for the 
source of the incoming laser fire. 
More often than not the Xybot will 
be destroyed. 

• There are shortcuts to later 
levels to be found, but they’re well 
hidden. Levels one and four contain 
shortcuts to level seven. All you 
have to do is find them . . . 

# When your energy limit is raised 
to 125%, you must be especially 
careful not to let it drop too low. If 
you do, the limit returns to 100% 
# When in doubt, shoot! Some 
walls are fragile and explode to 
reveal a hidden exitway, coins or 
other bonuses. There are plenty of 
these on level eight, so blast 
around and see what you can find. 


A handy way to dispose of Xybots 
is to lure one behind the other. 
Xybots aren’t particularly intelligent and in 
this formation they'll quickly shoot each other! 


T he columns, drums and other 
obstacles aren’t just there for 
show. They provide essential defence against 
Xybot fire. Use them to hide behind when the 
going gets rough. 
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MILLENIUM 2.2 

Electric Dreams 

> The complete players guide 
to lan Bird’s strategy- 
adventure bonanza, cour¬ 
tesy of the game’s creator. 

GETTING STARTED 
Getting to grips with the seven 
departments, or ‘nodes* of the 
moonbase should be your top 
priority from the outset. It’s impor¬ 
tant to remember that the sepa¬ 
rate departments cannot function 
independently — they all rely on 
what’s supplied by the moonbase’s 
other facilities. 


FLIGHT BAYS 

r he facility to individually name 
all of your ships is a necessity. 
Don't give your ships meaningless names - 
name them logically so you can remember 
what the ship’s purpose is just by glancing at it. 


RESOURCE 


r he resource unit - the facility 
which provides raw materials for 
use in the production department - requires 50 
personnel and 30kwh of power to run efficient¬ 
ly. If either of these factors drop below these 
levels, the mine will shut down automatically. 
At the outset, the mine is switched off, and it 
should be turned on immediately in order to 
build up a stock of materials. Later on in the 
game, when there is no need to manufacture 
any more materials, the mine should be shut 
down to reduce demand on the power gener¬ 
ator. 


DEFENCE 

O rbital lasers are much more 
efficient than fighters - and you 
don't have to rely on your arcade skills! Build 
up a large reserve of these and use fighters 
only as a last resort. When an alien attack does 
hit the mark, you're only likely to lose a small 
number of personnel (which replace them¬ 
selves automatically) and a solagen, so keep 
some of these in reserve in the bunker. 


LIFE SUPPORT 

r he moonbase MUST be manned 
by at least 50 personnel at all 
times. Since the bog-standard life support unit 
can only hold 100 people, the unit must be 
expanded if you want to man any ships (if 
crewing a ship will reduce the base's popula¬ 
tion to less than 50, you will not be allowed to 
do so - simple as that). On the moon, six 
modules can be fitted, allowing a populous of 
600 people. On alien colonies, however, nodu¬ 
les cannot be added. Fortunately, due to the 
atmosphere on alien worlds, colonists sta¬ 
tioned there are likely to mutate and live 
outside the base on the planet surface - 
allowing potentially limitless populations! 











































IN GENERAL . . . 

0 Use the 'advance day’ facility 
whenever possible — it’s an abso- 


RESEARCH 

r his facility provides information 
on equipment and planets in the 
galaxy. Researching a piece of equipment 
couldn’t be easier - just select it and wait - but 
planets are not so simple. For data to be 
acquired on these, you must send a probe there 
to inspect it and wait for it to send back its 
findings. Depending on the distance to the 
planet, this can take anything from a few days 
to over a year. 


COLONISATION 

V ital. This is the only way you can acquire 
materials not available on the moon. 
Don’t send colonies out willy nilly - study the 
probe’s analysis of the target planet carefully 
and make sure it holds the materials you need 
before sending a Standard Interplanetary 
Operations Spacecraft (SIOS). Once a colony is 
established, start up a chain of Carracks to 
ferry materials and equipment back and forth. 


lute necessity when waiting for 



kIX 


ships to complete long journeys 
and so on. 

• Base fighters come equipped 
with a useful facility for use in 
ship-to-ship combat. If you lose 
your bearings, hit the right mouse 
button to instantly return the 
fighter to its correct X-Y axis. 

0 Establish as many colonies as 
you can — in the later stages of the 
game, some colonies will declare 
independence and cut off all com¬ 
munication with you. If that colony 
was providng vital raw materials, 
it’s useful to have another to fall 
back on. 

SHIPS 

Apart from the probe, there are 
three types of ship, each with its 
own strengths and weaknesses. 
Here's a rundown . . . 

GRAZER Used for mining 

asteroids — these 
should be built first 
as they provide the 
materials needed to 
build a SIOS. 

WAVERIDER Use whenever you 
need speedy cargo 
transport. It flies at 
twice the speed of 
any other ship! 

CARRACK The perfect work- 


E ach section of the moonbase requires an absolute minimum of I kwh at all times - 
thus the energy plant must generate at least 7kwh to keep the moonbase ‘alive*. 
Building ships and equipment, life support and mining materials requires yet more energy. For 
maximum moonbase efficiency, you should give priority to upgrading the energy plant by adding 
extra solagens - don’t stop until you have a Mk X, the most powerful solagen of all, raking in a 
massive 35,OIOkwh. 


horse, the Carrack 
is best used for car¬ 
rying large amounts 
of cargo. Can Carry 
almost anything. 











































FORGOTTEN WORLDS 


US Gold 

> On the title screen, type ARC 
and hit the HELP key to 
start the game with the 
cheat mode activated. During play 
you can now press ‘S’ to go im¬ 
mediately to the shop or ‘L’ to skip 
to the next level. Unfortunately 
infinite lives or energy don’t come 
as part of the deal. Thanks to Arc 
Developments for that one. 




POPULOUS 

Electronic Arts 


> 



Virgin SILKWORM 

> Amiga only. Hold down the HELP key while pressing fire to start 
play to activate the 
cheat mode. Now 
you can jump to 
any level you please 
via the number keys 
on the top row 
AND you get 
infinite lives 


Some codes to get you off 
the mark . . . 


LVL WORLD NAME TERRAIN TYPE 


9 

BURWILCON 

DESERT 

12 

BILCEMET 

SNOW 6c ICE 

17 

IMMUS1LL 

ROCKY 

20 

SHADTED 

SNOW Gc ICE 

23 

SADWILLOW 

SNOW & ICE 

32 

SHID1EHOLE 

GRASS 

36 

JOSTME 

GRASS 

38 

SWAINGPAL 

DESERT 

44 

BILADOR 

SNOW 6c ICE 

46 

WEAVINPERT 

ROCKY 

50 

HOBOZJOB 

GRASS 

58 

VERYELIN 

SNOW Gc ICE 

60 

HAMINMAR 

ROCKY 

64 

SHIOZER 

ROCKY 

72 

EOAELING 

DESERT 


ROBOCOP 

Ocean 

> ST only. Pause the game and 
type in ALEX MURPHY (in¬ 
cluding the space) to acti¬ 
vate the cheat mode. You can hold 
down the left-hand mouse button 
to replenish Robo’s energy! 



NEXT MONTH! 


• Indy-spensible help for THE LAST CRUSADE! 

• High-speed tips for GRAND PRIX CIRCUIT 

• Big in Japan! LORDS OF THE RISING SUN hints! 








































THE ADVENTURE BEGINS WHEN RICH DANGEROUS, SUPER HERO AND PART TIME STAMP COLLECTOR IS IN DIRE PERIL. ARMED 
ONLY WITH HIS TRUSTY SIX SHOOTER, A STICK AND SOME DYNAMITE, RICK CRASH LANDS SOMEWHERE IN SOUTH AMERICA. HOW 

LONG HE CAN SURVIVE IS UP TO YOU. 

RICK DANGEROUS IS AVAILABLE FOR SPECTRUM AND AMSTRAD, CASSETTE AND DISK PRICE £9.95, £19.95; COMMODORE 69, 
CASSETTE AND DISK PRICE £9.95, £12.95; ATARI ST, COMMODORE AMIGA AND IBM PRICE £29.95. 



FIREBIRD, UNIT 1, HAMPTON ROAD INDUSTRIAL ESTATE, TETBURY, 
CLOS. TEL: 0666 504326. 


©1989 CORE DESIGN LTD. 
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P ossibly the most conservative of ^ 
all the levels, the Organic Zone is 
a good ol’ fashioned Xenon-style blast. As the 
name suggests, the aliens here are suitably 
'living'. Dragonflies attack in swarms and 
hearts shoot pus-bombs from their pulsating 
valves, Eeeaargghh! 


P aul Shirley’s first 16-bit effort for Fire¬ 
bird incorporates just aboue every 
shoot ’em up concept ever devised — 


plus a few more besides. Enough to impress 


just about anybody ... even Brian Nedbitt. 


uartz 


i the Atomic Zone there's more 
►hoot 'em up action, this time 
“oiling from left to right. The aliens’ main 
fence here are rotating fire pendulums that 
quire some nifty flying to avoid, and at the 
d of the level a huge atomic nucleus awaits... 
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L ook out!! The mutant 
Quargs from the planet Zar- 
con have amassed a battle 
fleet and now they're out to 
conquer the Earth!! Actual¬ 
ly the scenario for Quartz, Paul Shir¬ 
ley's first foray into the 16 -bit market 
reads nothing like that at all. 

Quartz is a progressive shoot 'em up, 
and carrying on the tradition of Shir¬ 
ley's earlier efforts Confuzion and Spin- 
dizzy, there's no plot to speak of. 


T he centre of the Quartz Uni- 
verse is the Lattice, the eight- 
way scrolling battleground that forms every 
other level. Here you're attacked, in classic 
Asteroids style, by rock-like Hadrons. Shooting 
these breaks them into smaller pieces called 
Quarks, which in turn become Neutrinos when 
shot. The colour of the Hadron determines the 
type of Neutrino - red, yellow or blue - that 
you’ll eventually be rewarded with. When the 
correct amount of all three neutrino types 
have been collected (shown by the three bars 
to the right of the playing area), they can be 
traded in for one of 12 types of power-up. 

Instead the player is dropped right in 
the thick of things with just one order 
— kill everything. 

The gameplay draws its inspiration 
from just about every shoot 'em up 
game you can name — Asteroids, Space 
Invaders, Galaxians and — more re¬ 
cently — Parallax, Xenon, Nemesis and 
R-Type among others, upgrading and 
tweaking the elements ‘borrowed' 
from each and bundling them together 
in one package. 

































FLAME Scorches a hole in 
anything that gets in its 
way. 


ARMOUR Reduces the 
amount of damage sus¬ 
tained by laser fire or colli¬ 
sions. 


BOMB Three smart 
bombs. 






I Zone in reverse, with the Quartz 
fighter battling from right to left through the 
alien onslaught. Electrical Storms that could 
fry you in a second are commonplace here, as is 
metallic crushing machinery that threatens 
to...well, crush you. 


EXTRA The classic 
power-up. Most useful on 
the vertically-scrolling 
levels, these act like Multi¬ 
ples, effectively doubling 
the ship’s firepower. 


OCTOGUN Eight-way 
firepower. Excellent for use 
on the Lattice levels, where 
you’re attacked from all 
angles. 


POD Equips the ship with 
an extra slot, so more 
weapons can be installed. 


T en different power-ups can be 
collected, but not all can be 
active at a time. The Quartz 
fighter is equipped with three slots 
(upgradable to six) each of which can 
hold an extra weapon (these are 
activated by die function keys). A 
nice touch is that on your last life you 
can scrap any weapons you may have 
in order to recoup some much- 
needed energy. 





































































AMPLIFY While in nor¬ 
mal mode, buying a power- 
up takes away all your neut¬ 
rinos, with Amplify fitted, 
you can keep half of them. 


REPAIR Tops up the ship’s 
energy level. 


RECORD A kind of ramsa- 
ve facility. When this is 
installed, your position is 
saved in memory so you can 
return there on your next 
game. 


i f you manage to survive the desig¬ 
nated time in the lattice, it’s off to 
one of Quartz’s shoot ’em up subgames - The 
Void, The Atomic Zone, The Lair and The 
Organic Zone. Each of these is protected by a 
mother alien found at the end, and once this is 
destroyed it’s back to the next Lattice to carry 
on the quest. 



...AND DON’T 
CALL ME 
SHIRLEY 

T wenty-six year-old Leicester lad Paul 
Shirley’s programming career began just 
over four years when he wrote his first 
commercial game for Incentive Software - 
Confuzion, a computer version of the old 
slidey-block pocket puzzles. Despite its simplic¬ 
ity, Confuzion was extremely playable for its 
time and fared surprisingly well in the charts. 
Around a year later came his biggest success to 
date, Electric Dreams’ Spindizzy, an isometric 
arcade-puzzle extravaganza. It’s been described 
as the thinking man’s Marble Madness, but 
was Atari’s classic a source of inspiration for 
Paul? “Not really. I just happened to be messing 
around with an isometric graphics routine and 
the game grew out of that.” Then came 
Mission Genocide, a so-so 8-bit budget game 
and then Quartz, his first 16-bit project, which 
he’s not ashamed to admit was inspired by 
Asteroids. “Wibble Wobble (as Quartz was 
orignally called) was initially just the basic 
Lattice game, and I added the other levels as I 
went along.” Surprisingly, Paul’s not much of a 
games player himself, and his tastes are very 
discerning. “The only games I’ve really enjoyed 
recently are Tetris and Defender Of The 
Crown. My all-time favourite game is Atari’s I, 
Robot. I’ve got the original arcade machine at 
home and I’d love to convert it to home 
computers but not even the Amiga or Archime¬ 
des could handle the filled 3D graphics. The 
coin-op itself has a hard enough time of it and 
that’s got a 20Mb maths processor! Perhaps 
when a more powerful machine comes along...” 
So while Paul is waiting for the machine of his 
dreams to arrive, what’s he working on? “I’m 
currently writing Spindizzy II for the ST and 
Amiga. It’ll be an expanded and improved 
version of the 8-bit original. When will it be 
finished? Wait and see...” 


Wally Beben has 
composed a different 
soundtrack for this 

version. 

and 

although 

it’s more 

‘meaty’, it doesn't have the same 
foot-tapping quality as its ST coun¬ 
terpart. Otherwise things remain 

exactly the same. 


PRICE 

£24.99 

RELEASE DATE Late August 

GRAPHICS 

91% 

SOUND 

80% 

PLAYABILITY 

81% 

VALUE 

80% 

OVERALL 

85% 




Shoot ’em ups these 
days are two-a- 
penny. Original shoot 
'em ups are a lot har¬ 
der to come by, and 
GOOD original shoot ’em ups are 
even rarer, which is why Quartz is 
like the proverbial breth of fresh 
air. At last a blaster where the 
action isn't restricted to just one 
theme or gameplay style. There's a 
tremendous amount of variety 
provided by the different sections 
and this helps to sustain the last¬ 
ing interest way beyond the aver¬ 
age shoot 'em up. The most clever 
thing about it is the way in which 
the five 'separate* game types are 
linked together by one core ele¬ 
ment — the neutrinos. The collec¬ 
tion of neutrinos is essential to 
survival, and a little game in itself 
— a balance has to be struck be¬ 
tween the three colours in order to 
qualify for an extra weapon, and 
this provides a tactical element. 
It’s tough — but don’t let that put 
you off. It's well worth persever¬ 
ing, even if the action does seem 
initially too hot to handle. Bob 
Stevenson's exquisite graphics en¬ 
hance the package considerably — 
the parallax scrolling that's pre¬ 
sent throughout the game is the 
most effective seen in a long while, 
and many of the sprites border on 
coin-op quality. Add to that a 
thumping good Wally 'Hagar' Be- 
ben soundtrack to get the pulse 
racing and you've got one of the 
best looking, best sounding and 
most playable blasters to date. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.99 
Late August 
90% 
80% 
81% 
80% 


OVERALL 85% 


There are no plans as 
A |T Lk yet for a IBM- 
A y compatible version, 
and even if Firebird 
does decide to pro¬ 
duce one, Paul Shirley won’t be 
writing it. He prefers to concen¬ 
trate his efforts on the ST and the 
Amiga so the work would most 
likely be carried out by a third- 
party development house. 
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JOIN THE CLUB! 

If you're looking for the best prices, best games, best offers and best service, 
then join Special Reserve. Or join Official Secrets if you're looking for more.. 


SpeciaC Reserve 


£4.ooHofficial Secrets £19.95 


Best games al best prices _ 

All the best games, carefully selected and available to members only at truly 
extraordinary prices. We're miles cheaper than elsewhere, so cheap that we can't 
advertise our individual prices. Below are a selection of offers for two games at about 
the same price you would normally pay for one. You can buy a pair of games at the 
same time as joining - or join now and select individually from our catalogue of over 
1000 products. There is no obligation to buy anything. 


Confidential 


32-page A4 bi-monthly glossy magazine 


Confidential is written for people who take their fun seriously. If you are into Adventure, 
Strategy, FRPs, MUGs, PBMs, D&Ds, or if you would simply like to see more from 
behind the scenes then Confidential is essential reading. Regular features include 
Personnel File, Dead Letters, The Man in Black, Feature Articles, Brain Teasers, Diary, 
News, Competitions, and The Boss Upstairs. Club participation is welcomed. 


Games 


Pick a pair of games 


Gnome Ranger 


or a surprise alternative free! 


Below is a small selection from our catalogue. The price shown is our combined 
price for both games including UK postage and packing. AMIGA ATARI 

AMERICAN ICE HOCKEY.CHAMPIONSHIP BASEBALL .20.98.20.98 

BATMAN .HOSTAGES .23.98.21.48 

DRAGON’S LAIR (REQUIRES 1 MEG) WHO FRAMED ROGER RABBIT (1 MEG)37.98 

ELITE.KING OF CHICAGO .20.98 

FEDERATION OF FREE TRADERS TETRIS.24.98.24.48 

.HELLFIRE ATTACK.23.48.20.48 

.NIGEL MANSELL’S GRAND PRIX .20.48.20.48 

.STRIKE FORCE HARRIER .16.98 

BALANCE OF POWER .23.98 

.SKYCHASE .23.48.23.48 

DEFENDER OF THE CROWN.24.98.24.98 

CAPTAIN BLOOD .24.96.24.96 

PURPLE SATURN DAY.23.98.21.48 

-XENON .26.48.26.48 

.ELIMINATOR .19.98.19.98 

.AFTERBURNER .16.98 

THREE STOOGES.22.48 

TEENAGE QUEEN .VIXEN .11.98.11.98 

TV SPORTS FOOTBALL (U.SA.).CHAMPIONSHIP FOOTBALL (U.S.A.) ...23.48.23.48 


Gnome Ranger is an award-winning 3-part adventure by Level 9. "Go out and buy 
Gnome Ranger pronto" said Atari ST User. Or tick the box for Surprise Alternative. 


Help^Line 


Manned each week-day 


GUNSHIP . 

HONDA RVF 750. 

HYBRIS. 

LORDS OF THE RISING SUN . 

MICROPROSE SOCCER . 

POPULOUS . 

POWERDROME . 

ROBOCOP . 

ROCKET RANGER. 

SILKWORM . 

SUPER HANG ON . 

SWORD OF SODAN 


Miscellaneous 

Amiga or Atari ST 

SONY 3.5" DS/DD DISK+LABEL 99p 

MONITOR STAND, FITS OVER KEYBOARD 19.99 

MOUSE MAT .4.99 

KONIX NAVIGATOR JOYSTICK.11.99 

COMPETION PRO CLEAR JOYSTICK... 13.99 
TWO PLAYER LEAD FOR POPULOUS, 

FI 6 FALCON AND HONDA RVF .8.99 

DUNGEON MASTER HINT BOOK .1.50 

TALESPIN ADVENTURE CREATOR.17.49 

FI 6 FALCON MISSION DISK.12.99 

Amiga 

AMIGA 500 COMPUTER WITH MODUL¬ 
ATOR (INC VAT & CARRIAGE) .349.99 

SHOOT 'EM-UP CONSTRUCTION KIT... 17.49 

KIND WORDS 2.0 W/P.31.49 

PUBLISHER'S CHOICE D.T.P.66.49 

DELUXE PAINT III (WITH ANIMATION) 51.49 

PHOTON PAINT 2.0 .44.49 

C-LIGHT (3D, ANIMATION/DRAWING)...31.49 

Atari ST 

STOS GAMES CREATOR .17.49 

STOS COMPILER.12.49 

STOS MAESTRO .14.49 

STOS MAESTRO PLUS .47.49 

STOS SPRITES 600 .9.99 

SHOOT'EM-UP CONSTRUCTION KIT... 15.49 

FIRST WORD PLUS W/P.59.99 

TIMEWORKS D.T.P. .74.99 

MUSIC STUDIO (ACTIVISION).9.49 

QUANTUM PAINTBOX GOLD .16.45 


IBM PC 
Adventures 

Battletech . 

.17.49 

Border Zone . 

...7.49 

Bureaucracy . 

...7.49 

Gold Rush! . 

.17.49 

Hitchhikers Guide ... 

...5.49 

Ingrid's Back . 

. 13.49 

Kings Quest 4 . 

.23.49 

Kings Quest 1, 2&3 

15.49 

Knight Ore . 

...7.49 

Kult . 

. 15.49 

Lancelot . 

. 13.49 

Leather Goddesses 

...6.49 

Leisure Suit Larry 2.. 

.17.49 

Manhunter New York 

24.49 

Moonmist . 

.11.49 

Nord & Bert . 

...6.49 

Police Quest 2 . 

.17.49 

Pool of Radiance . 

.17.49 

Sherlock . 

...6.49 

Silpheed .!.... 

.20.49 

Space Quest 3 . 

.17.99 

Stationfall . 

...9.49 

Time and Magik . 

. 13.49 

Ultima 1.2&3 . 

. 16.49 

Ultima 4 . 

.17.47 

Ultima 5 . 

.19.49 

War in Middle Earth.. 

. 15.99 

Zak McKraken . 

.17.49 

Zork 1 . 

...5.49 

ZorkZero . 

.20.49 


Advice and hints to help you solve most games. 

Special Reserve Included in the membership fee 

All the features and benefits of Special Reserve membership. 

Myth A mini-adventure by Magnetic Scrolls 

Written exclusively for members of Official Secrets and, amazingly enough, included in the 
price of membership. Set in Ancient Greece, you play the part of a young god striving to 
prove himself worthy of immortality. You'll meet the Ferryman, have a chance to cheat 
Death, and do battle against the nine-headed Hydra guarding the gates to the Underworld. 
Myth includes the state-of-the-art Magnetic Scrolls parser and those incredible graphics. 
For most computers - disk only. Only to members of Official Secrets. 


Club Privileges 


Amiga 

Adventures 

Bards Tale 1 . 

...7.99 

Bards Tale 2 . 

.16.47 

Battletech . 

. 16.49 

Bloodwych . 

. 15.49 

Deja Vu 2 . 

.15.99 

Dngn Master (1 Meg) 15.49 

D. Master Editor . 

...7.49 

Galdregon's Domain 

11.99 

Gold Rush! . 

. 16.99 

Golden Path . 

..7.49 

Jewels of Darkness . 

..6.49 

Journey . 

. 19.49 

Kings Quest 1, 2&3 

17.49 

Krista! . 

.17.49 

Kult . 

. 14.49 

Lancelot . 

. 12.49 

Leisure Suit Larry 2 

19.49 

Manhunter New York 20.49 

Mortville Manor . 

.11.49 

Nord and Bert . 

..6.49 

Shadowgate . 

..6.49 

Shogun . 

. 19.49 

Silicon Dreams . 

..6.49 

Silpheed . 

. 16.99 

Space Quest 2 . 

. 16.99 

Time & Magik . 

. 12.49 

Ultima 4 . 

. 16.47 

War in Middle Earth 

14.99 

Zak McKraken . 

. 16.49 

7nrk 7nrn 

20.49 

1. . 


All club members benefit from: 


• Special offers: at prices you might not believe! 

• Bi-monthly Buyer's Guide each with details of 40 games, building to a valued reference. 

• Membership card with privilege number, and folder for the Buyer's Guides. 

• 24-hour despatch of stock items. Over 700 lines in stock. 

• Each game sent individually by 1st class post. Most will fit through your letter-box. 

• 7-day sales hotline, manned 9am to 8pm weekdays, 10am to 5.30pm weekends. 

• Written notification of unexpected delays. 

• New titles may be ordered in advance and will be despatched upon publication. 

• Instant refunds available on request for delayed titles. 

• No commitment, no obligation to buy anything and no "minimum purchase". 


Atari ST 
Adventures 

Bards Tale 1 . 

...7.99 

Bloodwych . 

. 15.49 

Deja Vu . 

...6.49 

Deja Vu 2 . 

. 15.99 

Dungeon Master . 

. 15.49 

D. Master Editor . 

..7.49 

Galdregon's Domain 

11.99 

Gold Rush! . 

. 16.99 

HollywoodHijinx .... 

..8.49 

Infidel . 

..6.49 

Ingrid's Back . 

. 12.49 

Jewels of Darkness . 

..7.49 

Kult . 

. 14.49 

Kings Quest 1, 2&3 

17.49 

Lancelot . 

. 12.49 

Leather Goddesses . 

..6.49 

Leisure Suit Larry 2 

19.49 

Manhunter New York 20.49 

Moonmist . 

..8.49 

Mortville Manor . 

.11.49 

Nord & Bert . 

.11.49 

Plundered Hearts .. 

.11.49 

Police Quest 2 . 

. 16.99 

Seastalker . 

..6.49 

Silicon Dreams . 

..8.49 

Silpheed . 

. 16.99 

Sorcerer . 

..6.49 

Spellbreaker . 

..6.49 

Time and Magik . 

12.49 

Ultima 4 . 

16.47 

Uninvited . 

..6.49 

War in Middle Earth... 

14.99 

Wishbringer . 

..8.49 

Zak McKraken . 

16.49 

Zork 1 . 

.8.49 

Zork 2 . 

..8.49 

Subject to stock, available to 

all members of Special 

Reserve or Official Secrets. 



Myth was rated at 90% by Keith Campbell of Commodore User. 
He said "Don’t be put off by it being a mini-adventure.... text 
undreamed of in those bygone days." 


r To C5rder please write, or comPjete the coij poji, or teIephone us on j3279^ 600204. Please note that there is a surcharge of 50p per game for orders placed by telephone, 

Order Form Non-members please add the membership fee Special Reserve membership £4.00 UK, £5.00 EEC 

—“““™————— or 

Name__ Official Secrets m embe rship £19.95 UK, £24.95 EEC 

Gnome Ranger | | or with Surprise Alternative | | 


Address, 


with ( 


Post Code, 


Computer_*5.25"/*3.57*3.07*TAPE 

Payable to: Special Reserve or Official Secrets 
P.O. Box 847, Harlow, CM21 9PH 

Special Reserve and Official Secrets are trading names of Inter-Mediates Ltd. 
Registered Office: 2 South Block, The Maltings, Sawbridgeworth, Herts CM21 9PG. 
Registered in England Number 2054713. VAT reg. no. 424 8532 51 


Game_ 

Game_ 

*CHEQUE/*POSTAL ORDER/* ACCESS/*VISA/*AMEX 
(Including Connect, Mastercard and Eurocard) 


} 


TOTAL 


Credit card expiry date 


* Delete where applicable 


Overseas orders must 
be paid by credit card, 
please add 70p per 
game for EEC Post 


THE ONE I I AUGUST 1989 



























































































































































































































1, job are 

lowered onto 
|| the site from 
I a tall crane — 
the rest is up to 
you . . . 
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creen 7 takes to the world of skyscrap¬ 
er building in a cartoon caper that owes 
more to Nintendo’s Mario and Luigi 
games than any real-life Bovis site. Ciaran 
Brennan gives some constructive criticism. 

C ast your mind back to a 
time when coin-ops either 
featured shapeless space¬ 
ships or cute rotund mous¬ 
tachioed characters over¬ 
coming puzzle style obstacles in an 
attempt to catch a gorilla or some 
other beastie . . . 

On second thoughts, why bother? 

There’s no need to search your mem¬ 
ory banks, as Screen 7 has revived the 
concept (to some degree at least) in 
this, a tale of a cute moustachioed 
builder struggling against a bevvy of 
cute enemies in an attempt to finish his 
contract on time. 

All the materials 
needed for the 


[problems, problems . .. it's easy 
" enough to carry floor panels 
from level to level, but girders are just a little 
too unwieldly. The only way to go up in the 
world is to construct a finished floor and wait 
for the crane to lower the next girder onto it. 
By the way, the crane will only deliver a new 
girder if all the existing ones are firmly fixed in 
position. 


s if building work wasn’t hectic 
A^enough, this particular site is 
infested with a motley crew of creepy crawlies. 
Most of these are fatal to the touch - most, 
that is, but not the gremlins (the strange round 
things on the floor), which get in the way a lot 
and occasionally eat through your finished 
work. 



































































































































S irders are ‘fixed* by 

them squarely in the centre of a 
floor panel. When it*s in position, a girder can 
be climbed and w 


top and one on either side. Therefore, it 
shouldn’t take a genius to work out that it 
takes at least two fixed girders to support a 
complete floor. 


you- ^ 
I fading energy and a fast 
approaching deadline. Nothing can be done 
about the time element, but sandwiches and 
flasks serve to top up the tiring navvy’s energy 
bar. 





O There’s nothing like a 
combination be¬ 

tween good old 
fashioned arcade 
romping and some 
classy 16 -bit presentation — and as 
the old joke goes, this IS nothing 
like . . . That’s not to say that it’s a 
complete disaster or anything like 
that. After all, the most important 
aspect — the gameplay — is com¬ 
mendable enough, for the most 
part successfully treading the fine 
line between addictive joystick 
manoeuvring and low-key brain 
teasing. And it’s not as if the game 
looks too bad either — in fact, if it 
wasn’t for the completely blank 
backgrounds it would be almost 
perfect in this department. The 
sound department is pretty well 
equipped too — the effects are cute, 
suitable and they add an extra 
element to the gameplay (even if 
they do sometimes crop up slightly 
out of synch with the action like a 
badly dubbed foreign movie). So 
what’s the problem then? Well, it’s 
that age-old ‘lack of depth* situa¬ 
tion. After you’ve made it off the 
ground a couple of times it sudden¬ 
ly dawns on you that that’s it — 
there’s a fairly simple technique to 
be mastered, and after that . . . 
nothing. If there was a prize given 
for the game with the most unful¬ 
filled pontential. High Steel would 
be a runaway winner — but there 
isn’t ... so this is one arcade out¬ 
ing that remains a good idea, but 
ultimately misses the mark. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£19.99 
Out Now 
72% 
76% 
80% 
62% 


OVERALL 64% 




Expect this a little later 
than the Amiga version, 
but at a similar price. 
No real differences are 
expected, but it is likely 
that the cutesy sound effects may 
lose some of their sparkle. 


◄ s with the greatest of arcade 

A^games, the concept is simple. 
Level by level, you construct a progressively 
higher building: one storey for the first level, 
two for the second and so on. Finished floors 
measure at least five floor panels wide. 
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PREMIER MAIL ORDER 



> 

c 

CD 

C 

co 

H 


NO 

00 

NO 


TITLE 

3D Pool 
4 Soccer Sim 
Adv Rugby Sim 
Adv Ski Sim 
Afterburner 
Airball 

Airborne Ranger 

Alien Legion 

Alien Syndrome 

Archepelagos 

Arkanoid Rev of Doh 

Armalyte 

Baal 

Balance of Power 1 990 
Ballistix 

Barbarian 2 Pal 
Barbarian (Palace) 
Bard’s Tale 1 
Bards Tale 2 
Batman Gaped Grsdr 
Battle Chess 
Battlehawks 1 942 
Bionic Commando 
Black Tiger 
Blasteroids 
Blazing Barrels 
Blood Money 
Borrodino 
Bombjack 
Bombuzal 
Bratacus 

California Games 
Capone 
Captain Blood 
Carrier Command 
Chaos Strikes Back 
Chicago 30s 
Chuckle Egg 1 or 2 
Chronoquest 
Colossus Chess X 
Cosmic Pirate 
Crazy Cars 2 
Cybernoid 2 
Dakar 89 

Daley Thompson 88 

Damocles 

Darius 89 

Dark Castle 

Dark Side 

Denaris 

DNA Warrior 

Degas Elite 

Dei a Vu 

Deluxe Music Con Set 
Deluxe Paint 2 
Deluxe Photolab 
Deluxe Print 2 
Deluxe Production 
Deluxe Video 
Dominator 
Double Dragon 
Dragon Ninja 
Dragonslair 1 Meg 
Driller 

Dungeon Master 

Eliminator 

Elite 

Emanuelle 

Empire 

Empire Strikes Back 

Espionage 

Exolon 

4x4 Off Road Racing 
F 16 Combat Pilot 
Falcon Mission Disk 1 
Falcon FI 6 
Fantavision 
Fast Basic Disc 
Fast Basic Rom 
Fed Free Trade 
Ferrari Formula 1 
Fish 

Flight Sim 2 
Fit Disc 7 or 1 1 
Fit Disc European 
Fit Disc Japan 
Flying Shark 
Football Director 2 
Football Manager 2 
Foot Man 2 Exp Kit 
Freedom 
Frightnight 
Frontier 

Fun School 2 (under 6 
Fun School 2 (6 to 8) 
Fun School 2 (over 8) 
Fusion 

Galdreqons Domain 

Game Over 2 

Garfield 

Garfield Winter 

Ghosts N Goblins 

Gilbert Escape Drill 

Grand Prix Sim 2 

Gunship 

Hacker 1 or 2 

Hardball 

Hawkeye 

Helter Skelter 

Heroes of Lance 

Highway Hawks 

HK Machine 

Hollywood Poker Pro 

Hostages 

Hot Football 

Hunt for Red October 

Hybris 

Inc Shrink Sphere 
Ingrids Back 
Ikari Warriors 
Interceptor 
Int Karate -+- 
Iron Lord 

Jack Nicklaus Golf 
Jet 

Jewels of Darkness 

Jinxter 

Joan of Arc 

Joe Blade 2 

Jug 

Kennedy Approach 

Kick Off 

Kind Words 2 

King of Chicago 

Kings Quest 4 

Kristal 

Kult 

Lancelot 
Laser Squad 
Last Duel 


ATARI AMIGA 
ST 


1 1 .99 
1 1 .99 
1 1 .99 
1 1 .99 
9.99 
1 1 .99 

14.99 

16.99 

9.99 

15.99 
1 1 .99 

1 1 .99 

14.99 
1 1 .99 
1 1 .99 
1 1 .99 

8.99 

1 1 .99 

17.99 

16.99 

13.99 

13.99 
1 1 .99 
1 1 .99 
1 6.99 
21 .99 
1 1 .99 
1 1 .99 

9.99 

16.99 

17.99 

14.99 
14.99 

14.99 

13.99 
1 1 .99 
1 7.99 

16.99 
1 1 .99 
1 1 .99 
1 1 .99 
1 1 .99 
1 1 .99 
1 1 .99 
1 1 .99 

14.99 

15.99 

1 1 .99 

17.99 
9.99 


13.99 
1 1 .99 
1 1 .99 

14.99 

16.99 

13.99 

14.99 
1 1 .99 

17.99 
1 1 .99 
1 1 .99 

16.99 

13.99 

16.99 

13.99 

16.99 

31 .99 

62.99 

19.99 

17.99 

14.99 

26.99 

13.99 
13.99 

13.99 

14.99 
1 1 .99 
1 1 .99 

8.99 
1 1 .99 
1 1 .99 

14.99 

15.99 
15.99 

15.99 

17.99 
1 1 .99 

13.99 

9.99 
1 1 .99 
1 1 .99 
1 1 .99 
1 1 .99 

14.99 

7.99 

9.99 

14.99 
9.99 

16.99 
1 1 .99 

9.99 

14.99 
14.99 

14.99 

9.99 
1 1 .99 
9.99 

13.99 

19.99 

15.99 

26.99 

13.99 

14.99 

13.99 
9.99 

1 1 .99 

14.99 
1 1 .99 

16.99 
21 .99 

17.99 

14.99 
1 1 .99 

16.99 

14.99 


1 1 .99 
1 1 .99 
1 1 .99 
1 1 .99 
16.99 
1 1 .99 

16.99 

9.99 

15.99 

14.99 
1 1 .99 

13.99 

14.99 
1 1 .99 
1 1 .99 
1 1 .99 

8.99 

17.99 

14.99 

17.99 

16.99 

16.99 

14.99 

14.99 

16.99 


16.99 

19.99 

14.99 

14.99 

1 1 .99 

17.99 

16.99 

14.99 
14.99 
1 1 .99 
14.99 
14.99 
1 1 .99 
14.99 

14.99 

15.99 

16.99 
1 1 .99 

9.99 

49.99 
49.99 
49.99 

49.99 

89.99 

49.99 

13.99 
1 1 .99 

14.99 

29.99 

14.99 

16.99 

13.99 

14.99 
1 1 .99 

19.99 
1 1 .99 
1 1 .99 

16.99 
16.99 

16.99 

13.99 

19.99 

29.99 


19.99 

19.99 

14.99 

26.99 

13.99 
13.99 

13.99 

1 1 .99 
1 1 .99 

8.99 
1 1 .99 
1 1 .99 

14.99 
1 5.99 

15.99 

15.99 

17.99 
1 1 .99 

15.99 

9.99 
1 1 .99 

14.99 
1 1 .99 
1 1 .99 
14.99 


14.99 
9.99 

16.99 
1 1 .99 

9.99 

16.99 

14.99 
14.99 
14.99 
14.99 

9.99 
1 1 .99 

14.99 

15.99 

16.99 

19.99 

15.99 

26.99 

13.99 

14.99 

16.99 
9.99 

1 1 .99 

14.99 
1 1 .99 

34.99 
9.99 

21 .99. 

17.99 

1 1 .99 

16.99 

17.99 


TITLE 

L’Board Birdie 
LED Storm 
Legend of Sword 
Legend of Bjel 
Leisure Suit Larry 2 
Licence to Kill 
Lombard RAC Rally 
Lords of the Rising Sun 
Manhatton Dealer 
Maria Whittaker 
Masters of Universe 
Mayday Squad 
Menace 

Microprose Soccer 

Millenium 2.2 

Mindshadow 

Mini Office Comms 

Motor Massacre 

Navcom 6 

Navy Moves 

Nebulus 

Netherworld 

Nigel Mansell 

Nighthunter 

Nightraider 

Northstar 

Operation Hormuz 
Operation Neptune 
Operation Wolf 
Outrun 

Outrun Europa 
Pacland 
Pacmania 
Paperboy 

Peter Beardsley Soccer 
Phantom Fighter 
Phobia 

Pioneer Plague 

Pirates 

Platoon 

Police Quest 1 or 2 
Pool of Radiance 
Populous 
POW 

Powerdrome 

Precious Metal 

Premier Collection 

Prison 

Puffys Saga 

Purple Saturn Day 

Raffles 

Raider 

Rambo 3 

Ramrod 

Real Ghostbusters 
Renegade 1 or 3 
Red Heat 
Realm of Trolls 
Renegade III 
Return of Jedi 
Return to Genesis 
Rick Dangerous 
Ringside 
Road Blasters 
Robocop 
Rocket Ranger 
Roger Rabbit 
Rolling Thunder 
R Type 

Run the Gauntlet 
RVF 

Sargon III Chess 

Savage 

Scorpion 

Scrabble Deluxe 

S Davis World Snooker 

Sentinel 

SF Harrier 

Shadowgate 

Sleeping Gods Lie 

S.T.A.C 

Stag 

Storm Trooper 

STOS Compiler 

STOS Maestro 

STOS Maestro Plus 

STOS Sprites 600 

Shoot ’Em Up Con Kit 

Silent Service 

Silkworm 

Skateball 

Skate or Die 

Skychase 

Space Harrier 2 

Space Racer 

Speedball 

Star Glider 2 

Street Fighter 

S.T.O.S. 

Strip Poker 2 
Strike Foce Harrier 
Data Discs: 

Bev & Dawn 
Super Hangon 
Superman 
Sword of Sodan 
Talespin 
Tangled Tales 
Tank Attack 
Teenage Queen 
Testdrive 

Testdrive 2 The Duel 

Thunderbirds 

Thunderblade 

Tiger Road 

Time & Magik 

Titan 

T racers 

Tracksuit Manager 
T riad 

TV Sports Football 
Typhoon Thompson 
Ultimate Golf 
Univ Military Sim 
UMS Scenario 1 
UMS Scenario 2 
Verminator 
Victory Road 
Vigilante 
Virus Killer 
Vindicators (Domark) 
Virus 


Voyag 

Wande 


er 


_Jerer 

War in Middle Earth 
Waterloo 
WEC Le Mans 
Weird Dreams 
Zac McKracken 
Zany Golf 


ATARI 

ST 

13.99 

13.99 

14.99 

16.99 

19.99 
1 1 .99 

14.99 

1 1 .99 
9.99 

9.99 
1 1 .99 
1 1 .99 

14.99 

16.99 

7.99 

16.99 

13.99 

16.99 

13.99 
13.99 
13.99 

9.99 
13.99 

13.99 
9.99 

1 1 .99 

14.99 
1 1 .99 

13.99 
9.99 

1 1 .99 
1 1 .99 
1 1 .99 
1 1 .99 

16.99 

15.99 
1 1 .99 

16.99 
16.99 

16.99 

19.99 

17.99 

15.99 

18.99 
1 1 .99 

12.99 

14.99 
1 1 .99 

1 1 .99 

16.99 

16.99 

12.99 

12.99 

13.99 
1 1 .99 
1 1 .99 
1 1 .99 

15.99 

14.99 

13.99 

12.99 

19.99 

16.99 

13.99 
13.99 
1 1 .99 

13.99 

14.99 

14.99 

13.99 
1 1 .99 
1 1 .99 

14.99 
1 1 .99 

14.99 

26.99 

14.99 
1 1 .99 

13.99 

16.99 

46.99 
1 1 .99 

14.99 

14.99 

12.99 

17.99 

17.99 
9.99 

13.99 
1 1 .99 

16.99 

14.99 

13.99 

19.99 

9.99 

14.99 

7.99 

9.99 

14.99 

17.99 

14.99 

14.99 
1 1 .99 

17.99 

16.99 

13.99 

13.99 
1 1 .99 

14.99 

1 1 .99 

17.99 
1 6.99 
1 1 .99 

13.99 

14.99 

8.99 
8.99 

14.99 
1 1 .99 

10.99 

1 1 .99 
1 1 .99 

12.99 
1 1 .99 

14.99 
14.99 
1 1 .99 

14.99 

16.99 

13.99 


AMIGA 

1 6.99 

13.99 

14.99 

16.99 

19.99 
1 1 .99 

14.99 

19.99 

14.99 
9.99 

1 1 .99 

12.99 

14.99 

16.99 


13.99 

16.99 

16.99 
1 7.99 

17.99 
9.99 

13.99 

1 1 .99 

14.99 

14.99 

13.99 
9.99 

1 1 .99 
1 1 .99 

14.99 
1 1 .99 

13.99 

16.99 

14.99 

14.99 

16.99 
16.99 

16.99 

19.99 

17.99 

15.99 

18.99 
1 1 .99 

17.99 

14.99 
14.99 
1 1 .99 

14.99 

16.99 

16.99 
1 5.99 

15.99 

16.99 

14.99 
1 1 .99 
1 1 .99 

14.99 

13.99 

15.99 

19.99 

16.99 
16.99 

16.99 

14.99 

13.99 

14.99 
14.99 

14.99 

13.99 
1 1 .99 
1 1 .99 

9.99 

14.99 
14.99 

14.99 

14.99 


14.99 

14.99 

12.99 

17.99 

17.99 

14.99 

16.99 
1 1 .99 

16.99 

14.99 

16.99 


7.99 

16.99 

14.99 

16.99 
1 7.99 

14.99 

1 1 .99 

19.99 
21 .99 
1 6.99 

16.99 

17.99 
1 1 .99 

14.99 

16.99 
1 1 .99 

19.99 

19.99 
1 1 .99 

13.99 

14.99 

8.99 
8.99 

14.99 

14.99 

10.99 
8.99 

1 1 .99 
1 1 .99 

15.99 
1 1 .99 

14.99 
14.99 
14.99 

14.99 

16.99 
16.99 


Please send cheque PO Access Visa number and expiry date to: 

TRYBRIDGE LTD 

Dept TH08, 8 Buckwins Square, Burnt Mills 
Basildon, Essex SS13 1BJ 
Tel 0268 590766 

P&P inc UK on orders over £5.00. UK orders under £5.00 add 50p per item 
Europe add £1 per item. Elsewhere add £2.00 per item. These offers available 
by MAIL ORDER only. Telephone: 0268 590766 

New releases sent on day of release 


17 BIT 
SOFTWARE 

Quality Amiga PD and 
Disc Mags. 


DO YOU WANT THE BEST 
AMIGA PD DISCS, THE LATEST 
DEMOS, AMAZING MUSIC, 
GRAPHICS AND UTILITIES?? 


If so then 17Bit are pleased to be able to 
supply you with just about everything you 
will ever need from the Amiga PD! 

With 429 discs in our own series there is 
bound to be something for everyone. All 
discs cost just £2.50 each or £20.00 for 10 

INCREDIBLE 
PD PACKS! 

Quickstart III Pack (3 discs, membership 
to 17Bit) 

TOP SELLER! 

Amazing!! - Only £5!! 

AM-DEMO PACK 
AM-MUSIC PACK 

Both of these packs contain 5 discs, 4 of the 
respective type and a copy of our disc- 
magazine... plus membership to 17Bit. 

Each pack just £10!! (Inc P&P). 

Write or phone now for full listings of our 
PD and the benefits we can offer you. 
17Bit - ‘We’re that bit better 
than the rest’ 

...as you will find out... 


17 BIT SOFTWARE PO BOX 97 
WAKEFIELD WF1 1XX r 
TEL 0924 366982 CM 


Access and Visa orders welcomed over the 
phone (24 Hours, answer machine after 5.30pm) 
Orders Outside UK please add 50p to all orders. 
Membership has no obligations. 























Sleeping 


L oosely categorisable as a 
3D arcade adventure, SGL 
places you In a world com¬ 
prising eight separate ‘king¬ 
doms’, each one effectively 
a separate level with different puzzles. 
Within each kingdom are six or more 
‘landscapes', with most of the game- 
play involving finding out how to move 
from one landscape to another and 
then from that kingdom to the next. 

The scenario isn’t devastatingly ori¬ 
ginal. Everything is going sour the land 
of Tessera, and to put matters right 
you must locate the sleeping god 
N’Ghir. To do this you must battle and 
puzzle your way through the landsca¬ 
pes, keeping your energy high and 
selecting appropriate weapons for 
each opponent. 


S leeping Gods Lie cleverly combines . ^ 
traditional bit-mapped graphics 
with 3D filled geometric shapes. Here’s a view 
of your home from outside. Looks pretty, 
doesn’t it? 


E mpire’s first offering promises ‘a uni¬ 
que world of sight and sound’ in glo¬ 
rious 3D — but it takes a little more 
than copious landscapes to impress Steve 
Cooke . .. 




































r he world is presented in a large 
window as a scrolling 3D land¬ 
scape - something of a blend between Driller 
and Lords Of Midnight. The icons around the 
edge of the screen tell you which direction 
you're heading in, what the time is, how strong 
you are, and how magical you're feeling. There 
are also two pictograms, showing the weapon 
you're grasping (in this case you're armed only 
with your bare hands) and your state of dress - 
useful for checking your armour status. Note 
that the icons all look rather similar, a some¬ 
what strange design choice, methinks. 


N; 


I ot everyone you meet is hostile. 
Some characters indulge in a 
little one-way conversation. This may be useful 
for getting information for solving puzzles, but 
it’s a pity that there's no scope for more 
complex interaction. The narrative window at 
the bottom of the screen keeps you updated on 
the action and helps build up the atmosphere. 


W hen you get inside, however, 
things aren't quite so rosy. 

Graphics are sparse and traditionally angular, 
although screen updating is very swift. That 
little thing oh the ground is an object. Unfor¬ 
tunately you can't find out what it is until you 
pick it up. this can be annoying because 
sometimes you may need to make a quick 
decision whether to blag a nearby item or run 
from a nearby nasty - and the decision isn’t 
always easy to make when you're not sure 
what the item is! Objects are picked up by 
moving over them. 


Software houses are 
having a lot of chal¬ 
lenges thrown at 
them these days, 
what with more 
powerful micros to write for and 
continuing developments in prog¬ 
ramming technology. It’s under¬ 
standable that a company like 
ODE should want to put as much 
technical innovation into the game 
as possible, but SGL joins the 
growing list of games which, un¬ 
fortunately, are over-coded and 
under-designed. Here this weak¬ 
ness shows up in the lack of in¬ 
teraction with the world you find 
yourself in, forcing SGL to sit 
unhappily between the arcade and 
adventure categories. It's a very 
competent piece of programming, 
but those who thrive on puzzles 
will find it limiting and those who 
thrive on action will find it equally 
lacking. If, on the other hand, 
you're of the broad-minded categ¬ 
ory of gamesplayer and epjoy ex¬ 
ploration with a bit of action on 
the way, then SGL offers a pretty 
enormous challenge. There are 94 
landscapes to get through — and 
that's going to take a long, long 
time. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.95 
Out Now 
79% 
65% 
75% 
80% 


OVERALL 76% 



"his bloke doesn’t like the cut of 
your jib. He's only throwing sto¬ 
nes, but they reduce your stamina significantly 
unless you either fight back or move away. 
Combat is accomplished by first selecting a 
weapon from your inventory (many require 
that you also have some ammunition, which is 
left behind by defeated enemies). A cursor- 
sight also acts as a direction indicator for 
movement if you wish. Hostile characters 
sometimes cause serious aggravation in later 
stages, providing an unwelcome distraction 
from puzzle solving so you have to divide your 
time uneasily between the two activities. This 
combination doesn't, unfortunately, offer the 
best of either game-style. 


O A two-disk affair as 
opposed to the ST's 
three, the only real 
difference here will 
be enhanced stereo 
sound effects to aid the detection 
of enemies by giving a better in¬ 
dication of their direction. 


.-Ik Still under develop- 

| ment, the Sleeping 

ib IBM God should be 

Hb available by early 

September — howev¬ 
er, early indications suggest that it 
should be very close to the ST 
version with the exception of 
weaker sound. 
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tssis: MP4/4 

rine: 1.5 Honda U6 Turbo 

□ Hp <» 11,500 rpw 

11 ine : 11,500 rpw 

JPbox.* 6 speed 

es: Goodyear 

Sfht: 1190 lbs/540kg 
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instinctive Software Inc 
seems to revel in produc¬ 
ing simulations of ‘flash’ 
motors. First there was 
Test Drive (featuring 
Ferraris, Porsches, Corvettes and the 
like), then its sequel The Duel, and 
now, the flashest of the lot, a simula¬ 
tion of a complete Formula One sea¬ 
son. 

But where the other programs were 
seemingly pointless trips in the coun¬ 
try, this time there's method in the 
madness. There are three distinctly 
different cars to master, eight courses 
to learn and five skill levels — each with 
its own championship to be decided. 

The five levels go from rookie 


r here are eight (count ’em) un- 
feasibly realistic courses to speed 
around - either in single race mode, all wrap¬ 
ped up together as a championship, or one at a 
time for practice purposes. 




Y our performance in the qual¬ 
ifying lap determines your even¬ 
tual position on the starting grid. Obviously, a 
place in the top row is the one to aim for, but, 
failing this, a deft starting manoeuvre can 
usually bring you into contention before the 
first comer. 


L eave behind your Mini Metro and enter 
a world of drivers with unpronounce¬ 
able names and long-legged girls wear¬ 
ing sunglasses on top of their heads. Acco¬ 
lade is set to take the world Formula 1 racing 
by storm and Ciaran Brennan’s going along 
for the ride. 

Grand Pr 


(where it’s impossible to spin off, the 
car can’t be damaged and the gears 
change automatically) through to pro¬ 
fessional, with the opposition impro¬ 
ving accordingly. 

Points are awarded in a similar 


fashion to the real thing: nine for a win, 
seven for second place and so on. The 
season lasts for eight weeks and can 
be saved at any point (there’s room on 
the disk for up to nine saved posi¬ 
tions). 


S tride through the pit to choose 
between a Ferrari, Williams or 
Madaren - each decked out in accurate racing 
colours (albeit with Accolade's associate com¬ 
panies replacing the real sponsors). The Ferrari 
handles well (but loses speed on the straights), 
the Williams is a good all-rounder and, true to 
life, the Madaren is an unbeatable beast - but 
only in experienced hands. 


ss 



ft 

O' 


00 



























































O Most previous 

attempts are rec¬ 
reating high-speed 
motor racing on com¬ 
puter have failed for 
one reason or another: some have 
been oppressively technical, while 
others have spoiled any impress¬ 
ion of realism by sending a blocky 
motor around a jerky course. 
Grand Prix Circuit however has 
got it just right. There’s only one 
choice really — which car to com¬ 
pete in — and once that's out of the 
way it’s straight into the cockpit 
of a realistically moving vehicle 
racing along mostly accurate 
tracks. I say mostly because some 
(Monaco, for example) could have 
benefited from having a few hills 
and bumps to go along with the 
perfect straights and comers. 
There are other elements notable 
by their absence — weather condi¬ 
tions for one — and the opposition’s 
cars could have done with a little 
animation to complement their ex¬ 
cellent look. But if it’s a dose of 
good, no-nonsense racing action 
you’re after. Grand Prix Circuit is 
the first to offer excitement, real¬ 
ism and progressive competition 
ail rolled up into one. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.99 
Out Now 
81% 
79% 
84% 
80% 


OVERALL 83% 


Like most US soft- 
IT jl ware, GPC was origi- 
l| W t t wjr n aHy developed for 
the IBM-compatibles 
9 and has been avail¬ 

able on this format for quite some 
time. The usual comparative condi¬ 
tions apply — the look and feel are 
more or less identical, but the 
beeps are a touch below realistic. 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.99 
Out Now 
69% 
67% 
84% 
80% 


OVERALL 83% 
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f tay out of the black and into the 
Ored. Nothing in this game for two 
in a bed... Knife Throwing is the black sheep of 
the game, as it’s more of a circus attraction 
than a rodeo event. Your hapless assistant is 
strapped to a rotating target, and points are 
scored by hitting it - but not her. To add an 
extra element of danger, the point bonus 
increases as knives land closer to the assistant. 


Wild West Rodeo 


B 


rian Nesbitt gets off his horse and 
drinks his milk to prepare for a spot of 
wild west action courtesy of Tynesoft. 


W illiam Frederick Cody 
was born in Iowa in 
1846, but moved to 
Kansas at the age of 
four. Because of his 
family’s severe poverty, he went to 
work at an early age, becoming a Pony 
Express rider at the age of 14. During 
his three year career as a cowboy 
postman he broke company speed re¬ 
cords and also met with Wild Bill 
Hickock, who became a life-long friend. 

In 1863 he joined the Union Army, 
serving out the tail-end of the civil war 
as a despatch rider and hospital order¬ 
ly. Following stints as a stagecoach 
driver and an unsuccessful attempt at 
running a boarding house, he returned 
to the west as a scout for General 
Custer. 

Cody make his name however, 
when, working for the Atchison, Tope- 

P ossibly the toughest event, with a 
crazy steer let loose in the ring - 
and you following soon after. Chase the steer 
on horseback and when you’re close enough, 
leap onto its back. Once you’re there you’ve 
got to bring it to the floor by grabbing its horns 
and forcing it down. Again the event goes on 
under the eye of the clock, with the fastest 
times winning the highest bonuses. 




t last, a genuine rodeo event! 
Wou’re in pursuit of a stamped¬ 
ing calf with a mission to lassoo it and bring it 
to a halt before it makes it to the opposite side 
of the ring, the whole exercise is timed from 
the point when the calf is released to when you 
stop it, and the fastest roping times rake in the 
most points. 

ka and Santa Fe Railway Company, he 
shot a record 69 buffalo in a single day. 
This beat the existing record held by 
‘Buffalo Bill* Constock — so Cody in turn 
assumed the nickname. 

Buffalo Bill’s daring deeds became 
famous throughout America, and soon 
his exploits were being portrayed on 
the New York stage. When Cody play¬ 
ed himself in one of these ‘epics’ in 
1872, the critics panned the play but 
described Cody himself as a ‘beautiful 
blond* — a star was born! 

By 1882, Buffalo Bill’s shows had 
grown into major outdoor extravagan¬ 
zas, featuring sharpshooter Annie 
Oakley and a cast of genuine Red 
Indians and horsemen (not necessarily 
cowboys). The show toured America 
and Europe — even playing in front of 
Queen Victoria — and by the early 
1890*s Cody was a millionaire. 

Unfortunately Bill blew his fortune 


and at the time of his death in 1917 he 
was still performing in US circuses 
even though he was so plagued with 
rhuematism that he could hardly stay 
in the saddle. 

Tynesoft’s interpretation of the 
great man, however, doesn’t cover all 
these aspects of his career, preferring 
to centre just on his wild west show. 
There are six events to participate in, 
some of them basic rodeo events and 
others proper wild west adventures. 

Up to four players can compete in a 
style similar to the classic Epyx games 
series, but there’s nothing so illust¬ 
rious as a medal for the winners. With 
events as dangerous as these, just 
managing to survive them is prize 
enough... 






























T he injuns have captured a stage¬ 
coach, occupants and all, and it’s 
your job to get them back to safety. Having 
dodged the flying luggage and catching up with 
the stage, you climb to the roof and engage in 
hand-to-hand combat. You’ve got to work fast 
as the stage is fast approaching indian terri¬ 
tory, so you must regain control before it 
crosses the border. 


T he last time a game of this type 
was attempted was in Epyx’s 
World Games, where the rider had to react 
quickly with an action opposite to that of the 
bronco's. A similar approach has been adopted 
here, although things are made a little easier 
by an arrow indicating the correct direction to 
move in. Make the wrong move (or the right 
one too late) and you'll be eating dust before 
you know it. 



Like Tynesoft's pre¬ 
vious effort. Circus 
Games, this is a bra¬ 
ve attempt at taking 
the sports simula¬ 
tion out of the athletics stadium 
and trying something more di¬ 
verse, but it doesn’t quite come off. 
There are just about enough 
events to make the whole thing 
seem worthwhile, but it doesn't 
take long to get each one off pat. 
Unlike the Epyx series, there's not 
enough diversity in the control 
modes — surely the programmers 
could have thought of something 
more original than a free-floating 
crosshair for the Shooting and 
Knife-Throwing? Bronco Riding, 
Steer Wrestling and Calf Roping 
can be fun at first, but again the 
appeal is limited — the gameplay is 
too basic. The Stage Coach Rescue 
is marginally the most fun to play, 
but this falls down too as it 
doesn’t fit in with the rodeo feel of 
the rest of the proceedings. A 
shame really, as some very nice 
graphics have gone to waste. Col¬ 
our has been put to good use, the 
backdrops and sprites are well 
defined and the intermission 
screens are gorgeous. This wild 
west compendium is initially fun to 
play and very nice to look at, but 
the enjoyment is short-lived and 
poor old Bill ultimately fails to 
realise his potential. 



PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.95 
Out Now 
79% 
70% 
65 % 
60% 


OVERALL 64% 


O Due out within the 
next couple of weeks 
at £24.95, this isn't 
expected to differ in 
any way — at the 
very most some of the colours and 
sound effects will be subject to 
minor change. 


Both CGA and EGA 
^ modes will be sup- 

lf| Hi It ported, and in EGA 
mode it's expected to 
look pretty much 
identical to the ST and Amiga ver¬ 
sions. Again, a release date is set 
for a couple of weeks time at 
£24.95. 























































































Stunt Car R 

..■■■— ary Penn takes MicroStyle’s rev ’em 

I IV UP out for a spin and finds it’s a case 
i of fatal attraction Cor should that 

read a-track-tion?). 

S o you’ve raced around 
almost every famous race 

>»«»«»<» »«» w • »•*•»***» 

course around the world, 

along California highways, i ! Sf|S 

across a roasting desert 1 Wm 

setting and around raceways of the WWSs&SBSSSi 

future. But how does this suicidal ; ■ HtHHHHHH 

■: • ■ . . >< >?« :■ ■ ■ • ' ■ • ' ' ••• • ' ' '.' " • ■ • ■ • > 

stunt grab you... 

Geoff Crammond’s already given us 
racing car thrills with Revs and off-the- 

wall tension with The Sentinel. Now he :1 ::: 

. 

offers you the chance to race round a 
track built on logs high above the gi:S5J _ 

ground at break-neck speeds in a glor- 

ified beach buggy. JB8AW$L 

^■■1 V TT"here are eight tracks spread over 
I a four division league with three 
opponents to race against in each. As you 
vroom your way to the top the tracks become 
more arduous and the racers more skilful. So 
take advantage of the option to practice the 
two tracks in the current division. 








map of the track is shown be- 
k fore play. The Hump Back 
looks awkward, but it’s a piece of cake com¬ 
pared to later tracks, like the moving Draw 
Bridge in the first division. 








































































Qoac 
■ mare 


)oad Hog’s slipping away and so 
re your chances of winning this 
division. Time to apply the Turbo Boost... 
flames leap from the cylinders and the speedo¬ 
meter rises. But remember: its use is limited. 


T he opposition (in this case Road 
Hog) takes an early lead. So put 
the pedal to the metal and don’t take your 
eyes off the road to watch the wheels bouncing 


O o dear, took that corner too 
quickly did we? Looks like you 
fell on your fender, judging by the smoke 
billowing from below. Incurring damage is not 
good. Cracks appear in the frame work, sparks 
fly and ultimately things stop working and the 
car becomes a write off. Lucky the car can be 
repaired at the end of each race. 


"he car’s raised from the floor 
then lowered onto the track. 
Prepare yourself, for as soon as your wheels 
touch the ground, the race begins! 


The effect of speed is 
excellent, and the 
realistic feeling of rac¬ 
ing at height is sure to 
unnerve even the least 
acrophobic among us. It must be said, 
this is how EA’s Powerdrome should 
have felt (it certainly had plenty of 
exciting gameplay elements). Stunt 
Car Racer feels quite wonderful and 
offers sufficient lasting challenge with 
the league system and the datalink 
option, which allows two ST or Amiga 
owners to race against each other. 
This is all very well for anyone suitably 
equipped, but the less fortunate among 
us you can't help wishing for more 
variety in the courses — even psuedo- 
random ones. How about an add-on 
disk? 


PRICE 

RELEASE DATE 

GRAPHICS 

SOUND 

PLAYABILITY 

VALUE 


£24.99 

September 

86 % 

78% 

90% 

79% 


OVERALL 84% 


O A version is in produc¬ 
tion and should be 
ready in time for an 
October release at the 
same price at the Atari 
incarnation. Major differences are dis¬ 
tinctly unlikely. 


Almost complete and 
looking — and more im¬ 
portantly, playing — ev- 
ery bit as 9ood as it 
does on the ST. Priced 
at the same point as its 16 -bit counter¬ 
parts, MS-DOS Stunt Car Racer should 
be spare tyre-ing its way up the charts 
in September. 

































































FEATURE 
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W atch out Flash Gordon, here 
we come... into the 21st Cen¬ 
tury. It used to sound such a 
long way off, but the year 2000 is fust 
around the corner. Heavens! Gary 
Penn will be 34 (he hopes) and the 
oldest man in the whole world will 
be... well, dead most probably. 

I n a more 
Science Fic¬ 
tion becoming Science 
Fact vein, the Philips' 

Videophone is sure to 
impress. And if the 
idea of seeing or being 
seen while making a 
call worries you, don't 
let it. The conversation 
can be as aural as you 
want it to be. Move¬ 
ment is in slow motion, 
with the image up¬ 
dated a couple of 
times every second, 
but it's effective 
enough to kill the art 
of telephone conver¬ 
sation. 



w: 


hth the thermostat on our global 
greenhouse going ga-ga, what's 
likely to be the in gear for the 2,000th year? Will 
it be scientists as opposed to designers which 
provide the answer with clothing which is so 
unoticeable it's unoticeable? Sadly, this question 
wasn't answered. The fashionable favourites for 
the future seem to be variations on the cycle and 
ski wear theme. Mind you, the former is under¬ 
standable what with the recent trend of commu¬ 
ters taking to bicycles in an attempt to beat the 
strikes. Flares are definitely dead (which won't 
please our trendy publisher), and the hippest 
hipster will probably be wearing Rorschach blots 
and zebra stripes which move with every move¬ 
ment. 



T he Daily Express Lifestyles 2000 show, held at 
Olympia between July 8th-l 6th, gave us the oppor¬ 
tunity to see what are currently considered playthings 
for the rich and famous, but will be commonplace toys for 
the boys in 11 years' time. And all through green-tinted 
glasses. 

Predictably, satellite television 
companies were in abundance, ^ f j K| ^ 
with Sky, British Satellite Broad¬ 
casting and NEC flaunting their \J V* xj | | 1 kJ 

wares alongside nuclear fuel, 

bubbly spa baths and BBC's Tomorrow's World 'Studio', 
which invited exhibition-goers to interact with such interest¬ 
ing innovations as 'magic' glass which never gets dirty 
(ever ever). 

However, anyone who went expecting to see anything 
like a kettle which not only turns itself off and lets you know 
it's done so, but also brews your cuppa and drinks it for 
you, came away disappointed. There were no teleporters, 
no space planes, not even a Moonbase Alpha (and that 
should have been built in 1999). 

No Sir Clive Sinclair, no 'got-to-have-one' gadgets, not 
even a stand devoted to how the past saw the future (The 
21st Century According To Hollywood etc), which would 
have been amusing — and relevant. No CD ROM. No 
interactive telly... In fact, fun isn't going to be 'in' in the year 
2000 by the looks of things... computer entertainment at 
this show was restricted to a shoebox stand featuring a 
Tarby and Forsyth industry combination of Popcorn Com¬ 
puter Weakly and Electronic Arts. 

One thing's for sure: the future isn't what it used to be... 


M ove over 
Filofax. 

Come the next cen¬ 
tury, paper will be 
passe and for the 
plebs. Silicon's the 
stuff for the smart city 
slicker, with Psion 
Organisers and the 
Sharp IQ padding the 
pocket. The Sharp IQ 
features a calendar, a 
calculator, a world 
clock with the accurate 
time in 212 cities, tele¬ 
phone directory and, 
best of all, interchang- 
able 1C cards covering 
even more categories 
and capabilities - like 
a spell checker cum 
thesaurus, and the 
facility to translate 
eight languages! 











F ord claims 
its Probe V 


is more aerodynami- 
cally efficient than an 
F-15 jet fighter. Po¬ 
wered by a turbo¬ 
charged 1.9 litre, 16- 
valve, four-cylinder 
engine, it's driven in a 
more traditional man¬ 
ner, with wrap-over 
sliding doors, an 
electro-optical system 
which replaces con¬ 
ventional side mirrors 
by projecting vehicle 
images on a screen 
near the instrument 
panel. It also looks 
rather swish. 





B MW un- 

veilied its 
end-of-century con¬ 
cept car, a sleek look¬ 
ing beast resembling a 
speed boat. The El, or 
Spider as it's affection¬ 
ately known, started 
life as a special design 
study by BMW design 
engineers. The com¬ 
pany is now working 
on the car's advanced 
aircraft-based tech¬ 
nology, which will be 
packed into BMWs by 
the end of the century. 

Theory has it that com¬ 
puter controlled cars 
will be equipped with 
lasers and microwave 
technology and will be 
able to run at very 
high speeds - without 
fear of accident. 
Vroomsters will be 
able to enter an access 
road and leave the 
computer to do the 
driving - at a 155mph 
cruising speed in the 
case of the Spider - on LO 
the super highways of ^ 
tomorrow. 



I n-Car Systems Ltd in conjunction with 
I Philips has produced a device which 
is intended to provide convenience and safety 
for drivers. The multiplex allows you to operate 
the cellular phone and facsimile, control the 
stereo, open windows and slide back the sun¬ 
roof... all thanks to a keyboard in the centre of 
the steering wheel. The Multiplex also serves as 
an anti-theft device with the driver having to 
enter a personal security code to mobilise his 
vehicle. 


MOW 


T rekkies 
v 


will delight 
in the Mercury Call- 
point, a small portabt 
phone which bears 
passing resemblence 
to the Star Trek com¬ 
municators. A nation¬ 
wide network of stra¬ 
tegically positioned 
Callpoint base stations 
means that you can 
call anyone, anytime 
from almost any¬ 
where... well, pro¬ 
vided you aren't more 
than 200 metres away 
from a base. Now the 
next time you get 
stuck in a traffic jam 
during the rail strike, 
you too can plead 
'Beam me up Scotty'... 






















TION 


DESTROY YOUR 
NEIGHBOUR HO 

WITH A 
PORTABLE 
MEGABLASTER! 


H igh quality shoot ’em up action 
needs high quality sound to 
match. And what better ham and 
egg combination than Xenon II and its 
soundtrack, a thumping good rendition of 
Bomb The Bass’ Megablast (Hip Hop On 
Precinct 13), as found on the album Into 
The Dragon. 

And as fate would have it, a Compact 
Disc version of the album can be yours... 
along with a Sharp Integrated CD Hi-Fi 
System to play it on - earsplitterama! 

Apart from the usual array of buttons 


and lights, this black beauty features a 
stereo radio, cassette deck, CD player, 
and detachable speakers. 

Ten runners-up will each get a copy of 
Into The Dragon on either LP or cassette. 
How? By correctly answering the 
following three questions and completing 
the tie-breaker. 

1) Who are the Bitmap Brothers? 

2) What was Bomb The Bass’ first chart 
smash? 

3) Image Works’ previous shoot ’em up 
was by Tony Crowther - what was it 
called? 


AND NOW. 
BREAKER 


THE ‘IT’S A GAS’ TIE- 


In Typical The One Style, all you have to 
do is tickle our ribs with a humourous gas- 
related joke (but try to avoid trouser gas, 
eh?). 

Completed entries should be taped to a 
powerfully equipped spaceship and flown 
along a vertically scrolling landscape to: 
Xenon With The Show, The One, Priory 
Court, 30-32 Farringdon Lane, LONDON 
ECIR3AU. 

The Editor’s decision is final and no correspondence will be entered 
into. Employees of EMAP, Mirrorsoft and all of their related companies 
don’t stand a chance of winning, so forget it. 

























CAPTAlf* BLOOD ...the most stylishly evocative game the ST has 
yet seen". Evocative graphics coupled with music by Jean-Michel 
Jarre have helped make Captain Blood the most eagerly awaited 
french 16-bit computer game ever" Games Machine. 
ARKASOID II The screens are well designed and will have you 
burning the midnight oil in order to reach Doh. A polished game 
that will appeal to all tans ot the original" - ST Action. 
X£!>OI> The graphics are superb, the installations and explosions 
are wonderfully drawn - AC I * 

CK AZY CARS This must be the ultimate car game" ST Wot id 
SUPER HA.'IG 0"> The definitive racing game ever for the ST 
ST Action 

CRAZY CARS replaces SUPER HASG O s on the AMIGA 


AMIGA 

(CRAZY CARS replaces SUPER HANG ON) 


OUTSTANDING 
GAMES IN 
# ONE 
SPECIAL PACK 


ATARI ST 


Ocean Software Limited • 6 Central Street • Manchester • M2 5NS • Telephone: 061 832 6633 • Telex: 669977 OCEANS 
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THE ONE AUGUST 1989 







































THE ONE AUGUST 1989 




Pack Includes: 

A500 CPU, Mouse, P.S.U.,T.V. Modulator, Very 
First Tutorial, Workbench 1-3, Basic, Extras and 
Manuals. 

PLUS POSTRONIX BONUS PACK 

WORTH OVER £250 which includes 10 Blank 

Disks, Disk Storage Box, 10 Excellent Games, Mouse Mat, 
Mouse Bracket (Mouse Holder) Deluxe Paint. 


£ 399.00 


+ £5.00 post and packing 


AMIGA 500 plus DISK DRIVE AMIGA 500 + 1084S 

Instruction Manuals, Extra Disk, Workbench 1*3, CT17DI ?C\I 

The Very First Tutorial, T.V. Modulator, Photon , >31 

Paint, Mouse PLUS additional Amiga Compatible f^fXT rYfTD TVyf/^\TTTOU 
Disk Drive and 10 Blank Disks. v^vJLiVJUlV lVIv/1 ll 1 UJa 


£ 449.00 


+ £5.00 post 
and packing. 


£ 649.00 




(including the 
Amiga 500 deal) 

+- £10.00 post and packing 


1084 HIGHRESOLUTION 

COLOUR MONITOR 


mps hoop £ 229.99 

+ £5.00 post and packing 

The Commodore MPS1200P printer presents the state of the art in dox matrix printers, with all the features of a printer that 
would cost much more. The MPS1200P is designed to be like three printers in one. It can act just like an Epson FX printer, or 
with the flip of a switch, it can act just like an IBM Graphics Printer with IBM Group II-I character set (Danish/Norwegian 
character set) support. It can also print all the characters available with the Amiga in the Amiga configuration.The MPS1200P 
is capable of all the printing functions you would expect, as well as some additional features you may not expect. 

MPS 1500C COLOUR PRINTER £199,99 

A. TECHNICAL CHARACTERISTICS +£5.00 posUnd packing 

PRINTING TECHNIQUE .Impact dot matrix (9-needle print head). 

DRAFT MODE.- matrix: 9 vertical dots x (5 + 4) horizontal dots; - print speed: 120 char/s, at 10/char in 

TABULATION SPEED.2 char/s 

PRINTING DIRECTION .bi-directional, with optimised head movement 

PRINT PITHES .10 char/in to 24/char/in programmable from line, and in SET-UP mode 

LINE FEED .- l/6in (4.23 mm), 1/8 (3.17 mm) and 7/72 in (2.4 mm); -n/216 in and n/72 in. 

CHARACTER SET.ASCII characters and special characters. 

MAX. PRINT LINE LENGTH.40 top 192 characters, according to print pitch selected. 


■■■■■ 


1084S STEREO/COLOUR 
MONITOR MCQ 00 

Compatible with PC, J • \J V 

Amiga, C64c, C128 


AMIGA 

1010 DISK DRIVE 


AMIGA 1010 DISK DRIVE 


Amiga 3.5" external drive. Capacity 
PLUS FREE DISK 
STORAGE BOX & 

10 BLANK DISKS + £5.00 post and packing 


Capacity 880K 

£ 149.99 


A501 RAM 
PACK 

512K for the Amiga 


£ 149.99 

+ £5.00 post and packing 












































A whole new range of innovative 
computer covers, made from 
durable clear plastic. Designed to 
fit your computer perfectly... not 
only safe from dust but also all 
forms of accidental damage. 


C64 OLD STYLE £ 6.99 

C64C NEW STYLE £ 7.99 

AMIGA 500 £ 9.99 

ATARI 520ST £ 9.99 

ATARI 1040ST £ 9.99 


LARGE STOCKS OF SOFTWARE & ACCESSORIES FOR ALL 16 BIT, 8 BIT COMPUTERS- ALSO 
ALL MAJOR GAME CONSOLES - PHONE (0604) 791771 NOW WITH YOUR REQUIREMENTS. 


>MMODORE 


r * 


£14.95 


AND MORE BESIDES! 


THIS TOPICAL GAMES 
COMPENDIUM OFFERS A TRUE 
SPORTING CHALLENGE 

Pack contains: C64c Computer 1530 
Datasette, Quickshot Joystick, Matchpoint 
(Tennis), Snooker, World Championship 
Boxing, Daley Thompsons Supertest, 
Hypersports, Basketball. Matchday II, 
Daley Thompsons Decathlon. Basket 
Master. Track and Field. 

PLUS POSTRONIX BONUS PACK 
OF £100 OF FREE SOFTWARE 

£149.99 

+ £5.00 post and packing 


1541II DISK DRIVE PACK 

Pack includes: 

1541II Disk Drive, 10 Excellent Disk Games, 20 Blank 
Disks. 5VS Diskette Storage Box. AND GEOS! 

£169.99 

+ £5.00 post and packing 



COMMODORE 


FAMILY 

ENTERTAINMENT 


AN EXCELLENT PACK PROVIDING 
HOURS OF ENTERTAINMENT FOR ALL 
THE FAMILY 

Pack includes: C64c Computer 1530 Data Cassette, Quickshot II Joystick, 
Personal Hi-Fi, Commodore Juke Box Audio Tape (10 Hits), Yamaha 
SHS10FM Digital Keyboard with Midi, Ghostbuster, Rollaround, Tau Ceti, 
Agent XI1, Surprise Game. 

Plus: POSTRONIX BONUS PACK OF £100 OF 
FREE SOFTWARE 

only £199.99 

+ £5.00 post and packing 


THE HOLLYWOOD 


PACK 


A GREAT DOUBLE THEME PACK 
OFFERING THE BEST OFHOLLYWOOD, 

PLUS A COMPENDIUM OF T.V. GAME SHOWS 

Pack includes: C64c 1530 Data Cassette, Quickshot II Joystick, The Great 
Escape, Miami Vice, Platoon, Rambo, Top Gun, Every Second Counts, 
Blockbusters, Bullseye, Trivial Pursuit, Krypton Factor. 

Plus: POSTRONIX BONUS PACK ONLY £149.99 


O COMMODORE®: 


OF £100 OF FREE SOFTWARE 


ICONTROLLER 


ICONTROLLER 

Icontroller is semi permanently 
mounted on your computer console. 
Icontroller leaves hands on the 
keyboard while executing Icon 
commands with your fingertips. 


£15.99 


STARFIGHTER 

Compatible with Sinclair 
Spectrum, Commodore. Atari 
Computers. Atari 2600 Video 
Games Systems. 


CHALLENGER DELUXE 

Compatible with Spectrum (with 
optional interface). Commodore. 
Atari 2600 Video System. Atari 
Computers. Amstrad computers. 

£4.99 


A) 1750 RAM EXPANSION MODULE FOR CBM 128 

Simply plug it into the expansion port on your CBM 128 and 512K Bytes of 
additional Ram are available. 

B) 1351 COMMODORE MOUSE 

The Commodre 1351 Mouse is controller designed for use wth the CBM 64/128. 

C) 1764 RAM EXPANSION MODULE FOR COMMODORE 64 

How do you get a total of 320K Ram on your 64, just plug in the 1764 Module. 

a £149.99 b £19.99 c £99.99 

All prices + £5.00 post and packing. 


CHEETAH 125+ 

Compatible with Spectrum. 
Commodore. Atari 2600 Video 
System. Atari. Amstrad PC. 
Amstrad. 


£8.95 


TAC5 

CONTROLLER 

JOYSTICK 

Compatible with Atari. 
Commodore. 

£13.99 


+ £5.00 post and packing 


SEIKOSHA 


PRINTER 


SEIKOSHA 
PRINTER 

Compatible with most 
makes of Commodore 
computers. Features 
variety of fonts including 
graphics and near letter quality, reverse printing, italics, *r\ /\/\ 

tractor feed and paper seperator. Comes complete with serial dt i. V • UU 

cable. + £5.00 post and packing 


SLIKSTIK JOYSTICK 
CONTROLLER 

Compatible with Atari Computers. 
Atari Games System. Commodore. 


£6.99 


COMPETITION PRO 5000 

Compatible with Commodore 64 and 
Vic 20. Sinclair ZX Spectrum (interface 
required). 


£14.95 



Isrh 




RAM DELTA DELUXE 
MICROSWITCH JOYSTICK 

Compatible with Atari computers and 
Video Games Machines. Amstrad PCW 
(with adaptor). Spectrum 
(with adaptor). 

Commodore. 


£9.99 


TAC 2CONTROLLER 
JOYSTICK 

Compatible with Commodore 64 
and Vic 20. Atari Computers. 
Atari Game Systems. 


£10.99 


MICRO HANDLER MULTI 
FUNCTION JOYSTICK 

Compatible with Commodore. Commodore 
C16/+4(adaptor required). n/% . A - 

£ 24.95 



OFFER APPLIES TO U.K. ONLY. OVERSEAS ORDERS CHARGED AT OVERSEAS RATE. 
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' iiive ... Foouur ... Threee .., Twoooo ... One 
. no, not the swinging sounds of the Dave 
1 Clark Five getting down, but the sampled 
sounds of Mr Tracey counting down in the 
Thunderbirds Silver Jubilee Demo? Unfor¬ 
tunately this and the rest of the theme tune from the 
television program is the best bit about it. 

In a more athletic vein there’s the Gymnast Anima¬ 
tion. No prizes for guessing what it features, but suffice 
to say a polygon person does the business on a single 
parallel bar. It’s short-lived, short on laughs and short-oo 
please. 

So you missed it in the cinema the first time around and 
by some bizzare twist of fate didn’t get to see it on video 
or telly. Now here’s your chance to see... well, at least a 
minute’s worth of action in Star Wars - The Movie. A 
series of very brief animations and accompanying dialogue 
have been digitised from the film ... and no doubt anyone 
into this sort of thing will derive great satisfaction from it. 

A more imaginative use of digitised imagery and sounds 
is evident in Radical Systems’ RoboMix Demo, featuring 
two sampled slice of Art Of Noise tunes complete with 
sampled speech and digitised scenes from the film 
RoboCop. 

And finally Cyril ... 

And finally, Esther ... Joining the ever expanding range 
of ‘playable previews’ available on Public Domain are 
Delphine’s Bio Challenge, Novagen’s Backlash, Dina- 
mic’s Navy Moves, Psygnosis’ Blood Money and 


ATARI ST 


Star Wars - The Movie, the Bio Challenge Demo 
and the Backlash Demo were supplied by The Other PD 
Library, 108 Kenmare Road, Wavertree, Liverpool LI5 
3HQ. 

The Thunderbirds Silver Jubilee is available from 
The Poltergeists, 63 Wintringham Way, Purley On 
Thames, Reading, Berks RG8 8BH. Tel: 0734 428492. 


AMIGA 


Get'your demos of Blood Money (DISK. 355), Wicked 
ftc-es (DISK 41-3) from (7 bit 
70 Tox 77, ‘//akcfreld, Torkshfrej.WF'f s XX.; 

^77-7rng : sorrre super Hccsesppnds (DfSK 02}. •' 

;7fte 0 Mb ONLY} can be; 

o&tefnec mem Riy f-69 Dde- Yelley Rd/j 

PfelWBe F0T" &QX Send s.' jiffy ' btg 

( w ?tb scrips zc cpver the colt of return post) and a blank 
disk fer f.;rtp£r detSls; 



“YOUR powers are 
weak old man .. 




“BEEE-doop Wheeep- 
booop .. ” 

“LOOK at the size of 
that thing ...” 











































































































































F east your eyes as Phil South checks out 
texture and how to get it, plus animation tips, 
colour co-ordination, world problems solved... is 
there no end to this boy's talents? 

These effects must either be learned or 
observed. 

A good way to get started is once again to 
check out the effects used in games that you 
like. Use a screen grabber program to capture 
and study the graphics, and work out how it was 
all done. 

You can look at objects around the house 
that have the same texture as what you’d like to 
draw, and copy them. Or how about these tips 
to make your work better right away? 


S urface texture, or the smoothness and 
colour of an object, is one of the hardest 
things to get right in computer graphics, 
but there are certain processes you can use to 
get a better grip on what your computer-drawn 
objects are supposed to look like, and give them 
that touch of class. 

Any object has a certain sheen which shows it 
up to be shiny, matt or plain, and light playing on 
your objects must bounce off correctly or it 
looks wrong. 


◄ ■^There are all 
I sorts of 
tricks you can try which 
are easy to do and very 
effective, like the old dot 
in the comer ploy for 
example! Simply place a 


rawing from life is the easiest 
Isa# way to get effects of your own. 
Find an object with the reflective quality you 
like, and draw it while looking at it. This way 
you not only get the effect you want, but 
you're not relying on a formula to get your 
effect, you're learning your own methods! 


white dot at the comer of 
an object and it instantly 
looks classy and glossy. 
Isn’t this the reason you 
buy this mag, all these 
easy tips? Yes, I thought 


EM “It’s really difficult to explain, you have to 
show someone how you do it! If you’re doing 
something chrome, it’s a typical airbrush effect, 
just horizontal bars of white and tones of grey at 
the top and then you’d probably run it into a 
different colour, maybe a blue or an orange at 
the bottom.” 

PS A bit like a reflection of blue sky and sand, 
yeah? 

EM ‘‘That’s it. And then just run a white line 
around it, put a highlight top left, or wherever 
your light source is. If it’s a satiny finish you’d 
have to flare the highlight out a bit more, using 
greys. Not so harsh, in effect, smooth it out a 
bit. Take a white highlight and surround it with 
concentric circles of a few darker shades of 
grey.” 


T he Bitmap Brothers (Xenon, Speed- 
ball etc.) are black belts at this sort of 
thing, so I asked Bros spokesman, Eric 
Matthews, what techniques they use for their 
own brilliant graphics. We kicked off by talking 
about the approach they took to designing 
objects. 

EM “In Xenon II we’re trying to get away 
from just the metallic backdrop, and get a lot 
more things we are organic, like marbling on 
rocks etc.” 

PS So what makes a good texture then? 


















1 


I 


i 



T he glint or shimmer is a way 
of showing up an object's 
specular or reflective characteristics. In 
other words, things look shiny if they 
glint. Glints or sparkles are easier to 
animate than a shimmer. A shimmer is a 
band of grey which moves over the surfa¬ 
ce of a flat shiny object - for a good 
example of this effect, check out the 
bricks in Arkanoid. It's difficult to achieve 
this effect, as you have to tint the colours 
underneath rather than cover them. 


R ay-tracing programs, like the ^ 
Sculpt 3D package from Byte By 
Byte used here, calculate specular information 
from imaginary light rays hitting the surface 
and bouncing off. As an idea you could gener¬ 
ate a shape in this package and save it as a 
picture file, meaning you can edit and use it in 
future drawings. 


PS So what about the big one. Glass or 
transparent objects...? 

EM “Yeah, make them see-through. Really 
easy... (laugh) I don’t know whether you’ve seen 
Xenon II, but there’s these bubbles, and 
they’re see-through. They’ve got highlights on 
the top left, a different darker tone running 
around the bottom right. Basically it’s just 
drawn in colour 0, the transparent tone, the 
background colour.’’ 

PS You don’t have to re-colour the stuff 
underneath as it travels across then? 

EM “Oh no, you can get away without that, it’s 
an illusion. On Xenon II it still looks like it’s 
distorting the background, but it’s not. It’s just a 
see-through objectIA lot of effects are disco¬ 
vered like that, by just trying things out.” 
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PRO SAMPLER STUDIO 


MIDI MUSIC 
MANAGER 


MIDIMASTER 


TRACKMASTER 


DEEP SCAN BURST NIBBLER 


tT SUPER TOOLKIT II 


Pj Powerfull track/sector editor. 

□ Displays up to 85 tracks/255 
sectors. Fully menu driven. 

ONLY £14.99 stonly 


□ Variable sample rate & playback 
speed. 

Seperate scroll line waveform 
windows fit zoom function with Edit 
windows for fine accurate editing. 

Q 3D shot of sound waveform. Wave 
editor to design your own 
waveforms or adjust existing ones. 

f] | Microphone & line input. 

fj Software files can be used within 
other music utilities. 


□ Amiga version comes complete 
with "JAMMER" software for 
playback/sequencing of your 
recorded samples. 

Q Lots of useful features. 

Qj ST version has MIDI playback 

option. Play recorded samples via 
external MIDI keyboard. 

Complete Hardware /Software 
package. 


□ 


STATE A500/1000/2000 OR ST VERSION £59.99 


ri Huge range of features - too many 
to list. HiRes display (works mono 
onlv). 


□ Trackmaster track display unit is a 
must for the disk hacker. 

□ Simply plugs into disk drive port of 
the ST. 

Q No other modifications or 
connections required. 

Pj Displays track number, disk side 
and read/write status as the head 
moves along the disk. 

Pj Has daisy-chain socket to connect 
external drive. 

PI Invaluable for identifying protection 
tracks etc. 

Q Two-digit LED display. 

□ Displays up to track 85. 

□ Works on both internal and external 
drive (switchable). 

Q Complete hardware solution - no 
software required. 

ONLY £34.99 


Pj Easy to use Icon driven programme 
takes the mystery out of disk 
backup. 

rj Very powerfull. Regular updates 
available. 

ONLY £29.99 

PLEASE STATE VERSION FOR ST OR 

AMIGA REQUIRED 


Q A top quality sound sampling 
system at a realistic price. 

□ 100% machine code software for 

realtime functions. 

Qj HiRes sample editing. 

Q Realtime frequency display. 

Q Realtime level meters. 

Pj Adjustable manual/automatic 
record trig level. 

ONLY £69.99 please 


Pj Copy an entire disk in under 60 
seconds. 

□ Works with one drive or two. 

Q Copy 1 or 2 disk sides - up to 85 
tracks. 

Q Special format parameters for non¬ 
standard formats. 

□ Full verify option. 


□ Full Midi Interface for A500/1000/ 
2000 (please state model). 

□ Compatible with most leading Midi 
packages (including D/Music). 

Qj Midi In - Midi Out x3 - Midi Thru. 

Q| Fully Opto isolated. 

□ No need to pay more - Full Midi 
standard. 

ONLY £34.99 

P SPECIAL OFFER!! \ 
BUY THE MIDIMASTER & 
THE MIDI MUSIC 
MANAGER TOGETHER FOR 

ONLY £59.99 J 


fj 25 pin 'D' to 36 way Centronics 
parallel lead. 1.2m length. 

□ A50O or 1000, please state. 

ONLY £8.99 


A TRULY PROFESSIONAL 

MIDI PACKAGE AT A 

REALISTIC PRICE 

Pj Play sampled sounds on Amiga from 
any Midi track. 

Q Full dubbing - listen to one track 
while recording another. 

Qj Works with many Midi interfaces 
including Datel Midi Master (see Ad) 

Q 8 realtime Midi tracks for record/ 
playback. 

Q Adjustable track length - limited 
only by available memory. 

Q Works with standard IFF files. 

ONLY £39.99 


Q Replace internal 500K drive with a 
full 1 meg unit. 

[_} Top quality drive unit. 

Q| Full fitting instructions. 

Q| Easily fitted, no special skills 
required. 

Q Direct plug in replacement. 

Pj Available now. 

Q When considering a drive 
replacement remember that 
quality is most important. 

ONLY £69.99 


Q Top quality. 

Q 3 metre length. 

ONLY £6.99 pair 

UNBEATABLE VALUE 


□ 512K of FASTRAM to bring your 

520 STFM up to a full 1040K!! 

Q Fitting is a straightforward 

soldering job - achieved by anyone 
who has a little experience. 

ONLY £99.99 


NOTICE 1988 COPYRIGHT ACT 

DATEL ELECTRONICS Ltd. neither authorizes or condones the use of it's products to 
reproduce copyright material. It is illegal to make copies of such material without the 
expressed consent of the copyright owners or thier licencees._ 


1 MEG RAM 
UPGRADE KIT 


PRINTER LEADS 


MIDI CABLES 


ACE 3 
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GENISCAN GS4000 ST/AMIGA 


An easy to handle Handy Scanner 
featuring 105 mm scanning width & 
400 dpi resolution enables you to 
reproduce graphics & text on your 
computer screen. 

Q Adjustable switches for brightness 
& contrast. 

Q Printout for Epson compatibles. 

[] A powerful partner for Desk Top 
Publishing. 

Q With Geniscan you have the ability 
to easily scan images, text fit 
graphics into the ST/AMIGA. 


LJ Powerful software allows for cut fit 
paste editing of images etc. 
r} Save images in suitable format for 
most leading packages including 
DEGAS. NEOCHROME. FLEET- 
STREET, DELUXE PAINT etc. 

Q Package includes GS4000 scanner, 
interface fit Scan Edit software. 

I Unmatched range of edit/capture 
facilities simply not offered by 
other scanners at this unbeatable 
price. 


512K RAM 
EXTENSION 
CARD 


ALL ORDER: HALLY DESPATCHED WITHIN 48 H J 

HOW TO ORDER ... 


BY PHONE 

S3 ® 3 

0782 744707 

24hr Credit 


BY POST 


Send cheques/POs made 
payable to 
"Datel Electronics" 


FAX 

0782 744292 

UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 


PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRESS 
AND SUBJECT TO CHANGE WITHOUT NOTICE 


DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 
GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 


SALES ONLY 
0782 744707 


TECHNICAL ONLY 
0782 744324 


CALLERS WELCOME - Please reserve goods by telephone prior to visit. 


High quality direct replacement for 
mouse on ST/Amiga. 

Teflon glides for smoother 
movement. 

Rubber coated ball for minim um slip. 
Optical system counting - 500/mm. 


f Special offer - free moused 
mat + mouse house 
(worth £7.99). _y 

ONLY £ 29.99 

COMPLETE (STATE ST OR AMIGA) 


FJ Available with/without calender/ 
clock option. 

Q Simply plugs internally into A500 
slot. 

rj Switch in/out with switch supplied. 

[_] Fitted in minutes - no soldering etc. 

G Accepts 41256 DRams (zero K 
RAM fitted). 

Q With calendar/clock onboard time/ 
date automatically booted. 

G Battery backed to retain time/date. 

ONLY £19.99 

FOR STANDARD CARD TO 

ACCEPT 512K 


ONLY £34.99 
FOR VERSION WITH CLOCK/ 
CALENDAR 

NB THESE PRICES ARE FOR BOARDS 
WITHOUT RAM CHIPS. PHONE 0782 
744707 FOR RAM PRICES. 

PHONE FOR LATEST FULLY 
POPULATED BOARD/RAM PRICES. 

ACE 3 


f SPECIAL OFFER \ 

COMPLETE WITH PAINTWORKS (ST) OR DELUXE PAINT II 

(Amiga) for ONLY £189.99 

V_INCLUDING HARPWARE/SOFTWARE_ / 


Complete Eprom Board fit case. 
Accepts up to 4 x 27256 Eproms. 
Mapped into the cartridge area. 
Attractively styled case. 

High grade PCB. 

64K or 128K blocks. 


ONLY £12.99 


ST TIMEKEEPER 
CARTRIDGE 


Q The correct time/date every time 
you switch on your ST. 

Q Works with most GEM type 
applications. 

Q| Battery backed Clock/Calender. 

G On board Lithium battery for extra 
long life. 

Displays in 12 or 24 Hr. format. 
Comes complete with set-up disk fit 
alarm clock utility. 

ONLY £29.99 




LOW COST BAR 
CODE READER 


Q Low price Bar Code Reader. 

G Model 420, high performance, low 
cost Bar Code Reader. 

□ Works with any Amiga/ST computer 
system (please state which) via the 
RS232 interface. 

Q Features a built-in self-testing 
function. 

Q Features a diagnostic indicator. 

Q Can read codes EAN, UPC, Inter 
leaved 2 of 5. Code 39, CODABAR. 

G Comes complete with wand, ready 
to go. 

□ Easy to install. 

ONLY £189.99 


Q Slimline extra low profile unit - only 
6" long! 

P) Top quality drive mechanism. 

Q Throughport allows daisy-chaining 
other drives (Amiga only). 

Q A superbly styled case finished in 
computer colours. 

□ Fully compatible. Complete with PSU 

,—. (ST). 

_J 1 meg unformatted capacity. 

GJ Good length cable for positioning on 
your desk etc. 

Zly twin DISK DRIVE ONLY £149.99 

ADD £5 FOR COURIER DELIVERY IF REQUIRED 

(AMIGA ONLY) 


AMIGA VERSION 
SINGLE DRIVE 
ONLY £79.99 
ST VERSION 
ONLY £89.99 WITH 
FREE “PAINTWORKS" 
SOFTWARE 


EXTERNAL DRIVE SWITCH 


Q Switch in/out of external drives. 

Q Save on memory allocated for drives 
not currently in use. 


□ DF1 fit DF2 controlled. 

ONLY £9.99 
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A sweaty 
joystick 
in one hand 
and an ice 
lolly in the 
other, Gary 
Whitta bra¬ 
ves the heat 
of London’s 
Electrocoin 
arcade to 
keep you up 
with the 
coin-ops • •• 

WWF SUPERSTARS 


GANG WARS T 





WWF SUPER 




T he World Wrest¬ 
ling Federation is 
no place for wimps - 
something that Tech- 
nos makes quite clear 
in its latest effort. 
WWF Superstars is a 
simulation of Amer¬ 
ican Tag-Team Wrest¬ 
ling - not so much a 
sport, more an over-the-top form of no-holds- 
barred violent entertainment that’s a major 
crowd-puller in the States. 

The rules are simple 
enough. One fall or a 
knockout decides the 
winner, but actually 
managing to pin or 
batter your opponent 
into defeat is a great 
deal more compli¬ 
cated. There are plen¬ 
ty of techniques at 
your disposal — you can kick, punch, throttle, 
throw, spin, knee, head-butt and jump on and 

elbow your opponent 
to reduce his energy 
level to zero, at which 
point you can pin him 
to the canvas to win 
the bout. 


When a wrestler is 
taking too savage a 
beating it’s time to 
‘tag*. Make your way 
to the comer of the 
cheering you on and 
him into play and give 
Rules state that only 




ring where your partner is 
hit the tag button to bring 
the weary wrestler a rest, 
two wrestlers may be 
in the ring at a time, 
but these rules fre¬ 
quently go straight out 
of the nearest avail¬ 
able window. 


The action in WWF 
Superstars is cringingly 
realistic - you can 
almost feel the elbow 
slams. Once you get the moves down, WWF is 
tremendous fun, with the ‘tag’ element especially 
adding to the fun. 




^■■here are eight wrestlers to choose from, includ- 
I ing the legendary Hulk Hogan, ‘Ultimate War¬ 
rior’ (a heavy metal refugee), the Elvis lookalike ‘Honky Tonk 
Man* and ‘Big Boss Man*, a New York cop complete with 
nightstick! 



1. 
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STARS 



T ime once again to take to the crime-ridden 
south side of New York and embark on a 
frenzy of good old fashioned street violence for no 
particular reason. Like Double Dragon, Double Dra¬ 
gon II, Downtown and Crime Fighters before it. 
Alpha's Gang Wars is a two-player scrolling beat 
'em up that pits you (and an optional friend) 
against an army of degenerate street punks. 

The two players may look different (one is 
streetwise vigilante, the other a kung-fu master) 
but their fighting styles are the same. Each has a 
volley of kicks and punches at his disposal, and can 
pick up and use objects and weapons found along 
the way. You can swing baseball bats and bottles, 
wield concrete girders (!) and throw rocks - in a 
style all-too similar to Double Dragon’s. 
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CRIME CITY 


S omebody at Taito must be a big fan of Miami 
Vice: the two stars of Chase HQ, Raymond and 
Tony are unmistakeable Crockett and Tubbs 
lookalikes and they’re now making a second 
appearance in this, a psuedo sequel. 

There’s practically no plot (just like the show 
really!), but compensation comes in the form of 
high-calibre firefights and buckets of blood. 
“Crush out the crime! We’re the supreme law!” 
yell Tony and Ray before hitting the streets to 
waste serious numbers of pimps, users, muggers, 
murderers and TV licence dodgers. 

The main section is a RoboCop-style horizontal 
shoot-out, with the two cops without socks blast¬ 
ing their way through a never-ending Army of 
felons. Along the way they pick up machine guns 



(baito 




tch hold of 

ISON BREAKERS! 



<a 



■he action hots up on the second level as the boys attempt to stop a gang 
_ from escaping in a convoy of sports cars. The cops make their way to the 
<boss’ car at the tail end of the convoy by leaping from boot to bonnet. Should either cop 
mistime his jump he slips and falls under the wheels of the approaching car and is 
unceremoniously squashed. 



■he scene is set as Ray and Tone are woken 
in the small hours by a phone call from the 
‘loo-tenant*: “Get up and go bust some crooks”, he* 
bellows. “Yo!” they shout back before strapping on their 
shoulder holsters. Inspired scriptwriting! 

The violence is very passe. Your opponents 
don’t bleed when hit and when they finally die 
after a hefty battering they flicker away unrealisti¬ 
cally. The collision detection is also a bit suspect - 
you don’t seem to be any more dangerous when 

you’re clutching a con¬ 
crete girder than 
when you’re bare 
handed! 

This fighting effort 
doesn't offer enough 
of an improvement 
over Double Dragon - 
although die-hard beat 
’em up fans will prob¬ 
ably go for it. 


boasting rapid and three-way firepower for more 
efficient villain-wasting. 

Sections end with a massive 3D firefight, with 
villains rushing on screen, opening fire and then 
diving for cover. The big boys occasionally drive 
across screen in flashy sports cars, with a machine 
gun blazing away from the window. When all the 
perps have been blown away, it’s back to the 
horizontal action. 

While Crime City doesn’t offer anything new, it’s 
well executed and the action comes thick and fast, 

(with one of the highest body counts seen in a coin¬ 
op for some time). And with the whole thing 
presented in (albeit unintentional) tongue-in- 
cheek style, you can't go far wrong. 

D nly half way through the level and the action is already too hot to handle 
as you do battle atop a garage roof. 











































SWITCHED ON FOR LEISURE 

The Personal Computer Show is presented by Personal Computer World Magazine aVN.il. publication. 
Organisers: Montbuild Ltd., 11 Manchester Square, London W1M 5AB. 



























































D espite George Lucas' latest fantasy epic’s 
relative lack of commercial success, it’s 
already sparked off a board game, a home compu¬ 
ter game from Mindscape and now a CapCom coin 
guzzler. The result is a swords’n’sorcery/ 
platforms’n’ladders shoot ’em up that bears a. 
remarkable resemblance to the company's earlier 
Ghosts ’n’ Goblins. 

The plot concerns the quest of the diminutive 
eponymous hero, who stumbles upon an abando¬ 
ned human baby, only to have it kidnapped by an 
evil witch. His mission is to retrieve the baby, 
who’s actually the heir to the throne of Willowland 
(shock horror!). Along the way he enlists the help 
of Madmartigan, a freelance adventurer, and the 
two take off in search of the little darling. 

The player controls both Willow and Madmarti¬ 
gan, alternating between the two characters be- 



reached. Here a cantakerous old wizard offers you his 
wares in exchange for cash. You can recharge your 
energy, upgrade your magical power and invest in 
mystical and powerful rings and charms. 



ably slow and can’t jump very far, but he’s an 
expert magician and kills the palace guards by 
shooting them with lightning bolts. For extra 
devastation, hold down the magic button to ‘beam 
up’ Willow’s energy and so release a deadly orb 
which kills everything in its path. 

Madmartigan, on the other hand, is faster and 
more athletic, but is armed only with a sword. 
Fortunately each level has beerT designed especial¬ 
ly for the character that appears on it, so, for 
example. Willow never has to do anything that 
Madmartigan would be better suited for. 

Willow isn’t a bad film interpretation, especially 
graphically. Willow and Madmartigan look just 
like their silver-screen counterparts, and some of 
the backdrops are just as impressive as those in 
the film. The gameplay however is rather limited 
and the appeal may be short-lived even for fans of 
the movie. 


W“ 


pillow reaches the end of a level, only to 
be confronted by a super-demon sum¬ 
moned by the evil witch. At first it looks like a harmless 
puppy, but then it’s struck by lightning and transforms 
into a huge slavering fire-breathing wolf! 




I t’s the end of 
the second 
evel, and Madmartigan 
nakes good his escape on 
i horse and cart with 
Yillow at the reins. Un- 
ortunately the palace 
guards are hot in pur- 
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MEGASAVE FANTASTIC SAVINGS 


3D POOL 
AFTERBURNER 
AIRBORNE RANGER 
ANGEL OF DEATH 
ALIEN LEGION 
ARCHIPELAGOS 
ASTAROTH 
BAAL 


ST AMIGA PC 

11.90 11.90 13.90 
13.46 16.45 - 

14.90 14.90 14.90 

15.90 15.90 - 

14.90 14.90 - 

14.90 14.90 19.90 

15.90 15.90 - 

11.90 11.90 11.90 


BATMAN (The Mowf—13.90 1 

BATTLECHESS-. 16.90 15.90 15.90 

BALLISTIX 11.90 11.90 - 

BATTLEHAWKS 16.90 16.90 16.90 

BEAST - 15.90 - 

BIO CHALLENGE 15 90 15.90 - 

BIONIC COMMAN DOS 13.90 16.90 13.90 

BIRDIE- 13.90 16.90 16.90 

BLACK CAULDRON 15.90 15.90 15.90 

BLACK TIGER.-- 13.90 - - 

BLASTERCHDS-*- 11.90 14.90 - 

BLNCE OF PWR 1990 14.90 14.90 - 

BLOOD MONEY-— 16.90 16.90 - 

BLOODWYCH 15.90 15.90 - 

BOMBER 1190 11.90 - 

CALIFORNIA GAMES- 16.90 16.90 

CAME FROM DESE RT 19.90 - 

CARRIER COMMAND 1490 14.90 - 

CASTLE WARRIOR 15.90 15.90 15.90 

CHARIOTS OF WRATH 15.90 15.90 - 
CHICAGO 30’s 13.90 - 

CHUCK YEAGER - - 20.90 

CIRCUS ATTRACTIONS 12.90 12.90 - 
COSMIC PIRATE 11.90 14.90 - 

CRAZY CARS II 13.90 13.90 16.90 
CURSE AZUREBOND - - 20.90 

DARK SIDE- 14.90 14.90 - 

DATASTORM - 16.90 - 

DENARIS_- 13.90 - 

DEJAVU2 16.90 - 

DUNGEON MASTER-U.90 14.90 - 

DREAM ZONE 14.90 14.90 14.90 

DT OLYMPIC 11.90 14.90 11.90 

DOMINATOR 13.90 13.90 13.90 

DOUBLE DRAGON 11.90 14.90 11.90 

DRAGON NINJA--- 11.90 14.90 - 

EMP STRIKES BACK 11.90 11.90 - 

ELITE- 14.90 14.90 14.90 

EYES OF HORUS 15.90 15.90 19.90 
FALCON MISSION DISK 13.90 13.90 - 
F16 FGHTR (FALCON)^H90 19.90 25.90 
FI 6 COMBAT PILOT 14.90 14.90 14.90 
FOOTBALL DIR 2 11.90 11.90 11.90 

FOOTBALL MNGER II—11.90 11.90 13.90 
FOOT MAN 2 EXT KIT 8.95 8.95 8.95 

FORGOTTEN WORLDS-4290 1290 12.90 
FLYING SAUCERS 15.90 15.90 15.90 
FRIGHT NIGHT 11.90 11.90 - 

FED FREE TRADINGS 9.90 19.90 - 

G LINEKER HOT SHOT 13.90 13.90 13.90 
GAUNTLET#- 13.90 16.90 - 

garfield Winter 12.90 12.90 12.90 

GEMINI WING-- 13.90 - 

GIANTS- 19.90 - 

GUERILLA WAR._11,90 14.90 - 

GUNSHIP 14.90 14.90 24.90 

Mail order Only. Postage 
Fast service, send cheque/PO to: 


ST AMIGA PC 

HATE 13.90 13.90 - 

HAWK 17.90 17.90 17.90 

HEROES OF LANCE" - tS.90 16.90 16.90 
HIGH STEEL 12.90 12.90 - 

HILLSFAR - - 16.90 

HOSTAGE -- - 14.90 14.90 14.90 

-- 13.90 13.90 - 

H.K.M. _ 10.50 10.50 - 

HYBRIS-- - 14.90 - 

INTERCEPTOR --- 15.90 - 

INTER KARATE + 13.95 16.95 16.90 

JACK NICKLAUS GOLF - - 19.90 

JAWS ^_ 12.50 1290 15.90 

JOAN OF ARC 13,90 16.90 13.90 

JRNY CENTRE EARTH 13.90 13.90 13.90 
KENNEDY APPROACH 14.90 14.90 - 

K DLGSH S CCR M NGR 12.90 12.90 12.90 

KICK OFF*'-- 12.90 12.90 15.90 

KINGDOM ENGLAND - 15.90 - 

KLASSIX or CLASSICKS 9.50 9.50 - 

KULT _ 15.90 15.90 15.90 

LAST NINJA II 16.90 16.90 16.90 

LED STORM ^J3.90 13.90 13.90 

LEGEND OF SWORDT 14.90 14.90 14.90 

LEISURE SUIT LARRY 2 15.90 15.90 15.90 
LICENSE TO KILL 13.90 13.90 13.90 
LIVE AND LET DIE 11.90 14.90 - 

LOMBARD RALLY 14.90 14.90 14.90 
LORDS RISING SUN"—* - 19.90 - 

M. BEACON TYPING 22.90 22.90 - 

MANHUNTER N YORK - 19.90 - 

MICROPROSE SCCR—*14.90 14.90 - 
MENACE - " 11.90 11.90 - 

MILLENNIUM 2.2 16.90 16.90 16.90 

MONSTER SLAM 12.90 16.90 12.90 

MURDER IN VENICE 15.90 15.90 15.90 

NAVY MOVES 13.90 16.90 16.90 

NEW ZEALAND STORnHS 16.90 - 
NIGHT HUNTER 13.90 16.90 - 
OUTRUN ” 13.90 13.90 - 

OUTRUN EUROPA 10.50 10.50 13.90 

OVERLANDER 11.90 14.90 - 

OPERATION WOLF-11.90 14.90 11.90 

OPERATION NEPTUNE 14.90 14.90 14.90 
PALADIN 14.90 14.90 - 

PERS NIGHTMARE 14.90 14.90 14.90 
PHANTOM FIGHTER - 14.90 14.90 

PHOBIA-* 16.90 16.90 - 

PIRATES 15.90 - 

POOL OF RADIANCE 16.90 16.90 16.90 

PACLAND-- 11.90 11.90 - 

PACMANIA- 11.90 11.90 

POUCE QUEST II 15.90 15.90 15.90 

POPULOUS-* 16.90 16.90 - 

POWERDROME 16.90 16.90 16.90 

PRECIOUS METAL- 14.90 14.90 - 

PREMIER COLLCTN-T9.90 19.90 - 

PURPLE SATURN DA'LJASO 14.90 14.90 
QUESTION OF SPORTT1.90 14.90 - 

ROAD BUSTERS- 13.90 13.90 - 

RAMBO III 11.90 14.90 11.90 

REALCHOSTBUSTERS 13.90 13.90 - 
RED HEAT 12.90 12.90 - 

RENEGADE 1—13.90 16.90 - 


ST AMIGA PC 

RICK DANGEROUS 15.90 15.90 15.90 

RINGSIDE 14.90 14.90 - 

ROBOCOP —- 13.90 16.90 15.90 

ROCKET RANGER—19.90 19.90 13.90 

R-TYPE v- 13.90 16.90 - 

RETURN OF THE JEDI-*W0 11.90 - 
RUN THE GAUNTLET 12.90 15.90 - 

RUNNING MAN 15.90 15.90 - 

R. V.F. HONDA 15.90 15.90 - 

SEUCK -- 15.90 - 

S. D.I. _- 16.90 - 

SHTEM UP CON KIT iTSO 14.90 - 

SKWEEK 13.90 13.90 16.90 

S DAVIS SNOOKER-TT.90 11.90 - 

SWORD OFSOD AN--- 19.90 - 

SHINOBr: —- 13.90 - 

SILKWORM- 12.90 15.90 - 

SPHERICAL 12.90 1290 12.90 

SPACE HARRIE R_ 1 1.90 14.90 - 

SPEEDBAL1*-14.90 14.90 14.90 

SLEEPING GODS LIE 14.90 14.90 - 

STARGLIDER II — 14.90 14.90 14.90 

STEALTH FIGHTER 
STEIGAR 

STUNTMAN __ 

STAR WARS" 


STORMTROOPER 
SUPER SCRAMBLE 
TALESPIN 
TARGHAN 
TEENAGE QUEEN 

TEST DRIVE 2 _ 

THUNDERCATS 

THUNDERBIRDS 


13.90 16.90 

12.90 12.90 15.90 

11.90 11.90 11.90 
11.90 11.90 11.90 

11.90 14.90 14.90 

12.90 12.90 - 

19.90 19.90 - 

14.90 14.90 14.90 

11.90 11.90 - 

- 16.90 19.90 

11.90 14.90 - 

15.90 15.90 - 


THUNDERBLADP-T3.90 16.90 

THE CHAMP _ - 11.90 - 

THEKRISTAL^ 17.90 17.90 - 

THE GAMES (Winter) 13.90 16.90 - 

THE GAMES (Summed 13.90 16.90 - 

TIGER ROAD ' 13.90 16.90 - 

TIME SCANNER _13.90 16.90 - 

TIMES OF LORE 14.90 14.90 14.90 
TITAN 11.90 14.90 14.90 

TOM & JERRY 15.90 15.90 - 

TOTAL ECLIPSE 15.90 15.90 - 

TRIV P NEW BGNNNG 11.90 11.90 13.90 
TRCK ST MANAGER 11.90 11.90 14.90 
TV SPORTS FOOTBALf—^— 16.90 - 


ULTIMA V 
ULTIMATE GOLF 

U.M.S.-- 

UNTOUCHABLES 

VOYAGER --— 

VIGILANTIE 


19.90 19.90 - 

13.90 13.90 13.90 

14.90 14.90 14.90 

13.90 16.90 - 

12.90 15.90 - 
10.60 10.60 13.50 


VINDICATOR^ 11.90 11.! 

WAR MID EARTH--T4.90 14.90 14.90 

WLLNGTN WATERLOO 15.90 15.90 - 

WICKED 13.90 16.90 - 

WEC LE MANS 11.90 14.90 11.90 

XENON II_- 19.90 - 

XENOPHOBE 15.90 15.90 - 

XYBOTS - — 1 3.90 13.90 - 

ZAK MCKRAKEN"’-T6.90 16.90 16.90 

1ST OVER GERMANY - - 19.90 

Great Britain. Add £1 per item EEC. Overseas add £2 per item. 

Megasave, Dept TO, 49H Sutherland Street, Victoria, London SW1 V4JX. 


Please note: New products will be dispatched day of release. 


Please send for free list of new releases-on Amstrad, Atari ST 
PC, Amiga, Commodore and +3 state which list. 
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i G-TEN LIMITED 

THE MAIL ORDER SOFTWARE urm 


THE MAIL ORDER SOFTWARE HOUSE 

AMIGA ATARI ST 

16.50 16.50 


Afterburner 
Astaroth 
Barbarian II 
Batman- 


Chariots of Wrath 
Crazy Cars II 
Dominator 
Dream Zone 
EPT 

Eliminator--- 

Final Assault 
Flight Simulator II 
Galactic Conqueror 
Hill! 9 
ISS 

Last Ninja II-- 

Manhunter 

Nebulus-- 

Outland 
Platoon 
Quantox 
Red Heat 
Robocop ——' 

SDI 

Street Fighter 
Tank Attack 
Ultima IV 

SPECIAL OFFER. BUY TWO GAMES AND GET A MYSTERY GAME FREE! 
Please specify computer model. Please allow 14-28 days delivery. Strictly 
mail order only. Postal orders or Access credit card despatched within 48hr 
Postage and Packaging inclusive UK/EEC/BFPO. Elsewhere add £3.00. 
Make cheques payable to G-Ten Limited. 


18.50 

18.50 

18.50 

18.50 

18.50 

16.50 

18.50 
N/A 

16.50 

16.50 
33.00 

18.50 

16.50 

18.50 

18.50 

22.50 

16.50 

16.50 

18.50 

12.50 

18.50 
18.50 
18.50 
18.50 
18.50 
18.50 


18.50 

16.50 

16.50 

18.50 

16.50 

16.50 

18.50 

18.50 

16.50 
16.50 
33.00 
16.50 
16.50 

16.50 

18.50 


— □ 
16.50 
16.50 
16.50 


16.50 

16.50 

16.50 

16.50 

18.50 


Send order to: G-TEN LIMITED 

Dept TONE 01, Freepost 
(UK/BFPO no need to add stamp), 

5A Sunnyside Terrace 

* . Edgeware Road, London, NW9 9YP _ 
| or Tel 24hr Telesales: 01 200 4858 [j| 
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M ost advertisements are legal, decent, honest and truthful. A few are 
not, and, like you, we wan t them stopped. 

If you would like to know more about how to make complaints 
please S6nd f ° r ° Ur book,et; ' The Do ’ s and Don ’ ts of Complaining’. It’s 


The Advertising Standards Authority. 

We’re here to put it right . 1 

ASA Ltd., Dept. Z, Brook House,Torrington Place, London WCIE 7HN. 
This space is donated in the interests of high standards of advertising. 
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I f a picture paints a thousand words, the 
comic artist Dave Gibbons has been responsi¬ 
ble for a couple of dictionaries’ worth. And 
now that he’s got an Amiga, who knows where 
the story could lead — Gary Penn and Ciaran 
Brennan investigate... 


D ave Gibbons’ love for his art has 
been with him since his first phy¬ 
sics lesson. As he tells it: “I’d set 
up the equipment and have to do a report 
about the experiment with a little side-on 
drawing or use those stencils. Except I 
used to draw these detailed three dimen¬ 
sional works of art...” 

Although Dave has been into drawing 
comics for as long as be can remember, it 
was never considered to be something 
that you could make a serious living out 
of - particularly if you lived in Hertford¬ 
shire and wanted to draw for what was at 
the time an American dominated 
medium. 

Things changed however when he came 
across a comic book drawn by an English¬ 
man, Barry Smith, who later went on to 
draw Conan. Seeing this early effort, Gib¬ 
bons thought *1 could do better than that’ 
- and although his first efforts proved his 
youthful arrogance to be slightly mispla¬ 
ced, they did show enough potential to 
keep the young scribbler interested. 

Having cut his teeth on fanzines, Gib¬ 
bons’ break came when his work was 
shown to an art agent who found him 
work with DC Thompson, the company 
behind the Beano, Wizard and Hotspur. 

Using his first work as a letterer to 
build up contracts, Gibbons’ first pub¬ 
lished artwork came in the Wizard where 
he illustrated a character called the Scarlet 
Hawk and another called Nick Jolly (the 
flying highwayman). 

Dave’s since drawn for 2000AD and Dr 
Who comics, among others, as well as the 
occasional ‘graphic novel’ such as Watch¬ 
men — the tome that did more than any 
other to raise the art form’s profile as a 
serious medium. 

He has recently turned his hand to the 


writing side for a Rogue T ropper series for 
2000AD and was also invited to script a 
story for Batman’s 50th birthday, which is 
being drawn by Steve Rude (by name and 
nature apparently). On the more traditio¬ 
nal artistic side, Dave is collaborating 
with Frank Miller (of Dark Knight fame) - 
but more of that later. 

In his spare time (what little of it he 
seems to have) Dave has lately been 
deriving great satisfaction from fiddling 
with his newly-acquired Amiga. 


Using a different medium, 
be it pencil or brush, usually 
produces different results. 
Would this be true of using a 
more ‘mechanical’ tool such 



as a computer? 


“When you start to produce a 
drawing - well, anything really - 
if you feel like you’re playing 
you’re likely to come up with a 
more creative thing than if you 
like it’s work. It removes a lot of the 
pressure - like a word processor, there’s the 


FEATURE 


fact that you know that what you’re doing is 
infinitely adaptable. 

“The way I would normally produce a comic 
strip is to begin by drawing ‘thumbnails’, in 
other words do the comic pages very small — 
you have to see the overall shape of something 
before you get down to the details. Then I 
would draw it all out in pencil and then I’d ink it 
in. 

“I tend to start with the larger shapes and 
then refine them and add the detail and the 
smaller shapes. Which is much how I find myself 
with a computer art package. The thing I find 
about using the mouse is that you tend to use 
your whole arm to draw with - you get more of 
that gestural quality. You actually get a very 
interesting line, like the curves that your hand 
naturally makes. 

“I like the fact that you can mess around 
without feeling inhibited at all because you can 
very easily rectify your mistakes. You can get 
very nice random effects that you probably 
wouldn’t have thought of yourself. One of the 
things I particularly like is the facility to actually 
take a part of a picture and to move it around. 

“It’s also a good way to try out colour 
combinations. What I usually do with colour 
work is to produce colour sketches to see what 
the three or four colours I’m going to use will 
look like together. This is something you could 
easily do with a computer art package. You 
don’t need the detail, just the main shapes to try 
out colour schemes — and of course you can 
cycle through the various combinations. 

“There’s a lot of space for computers at both 
ends of the process really. However I’m not so 
sure they are subtle enough to comfortably 
produce finished artwork that doesn’t look like 
it’s been filtered through something. I would 





"ime Pieces... more Gibbons gener¬ 
ated graphics. 
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only use a computer for finished artwork if it 
then became invisible that it was done on a 
computer.” 

You were saying earlier how computer 
games are a lot more interactive than any 
other medium. Television is just there 
and you generally watch what's on, 
whereas with video you decide on what 
you want to watch and you have to put 
the cassette into a machine. But this fails 
to explain why computer games, like 
comics, have long been regarded as chil¬ 
dish - in Europe anyway. Only recently 
have comics become a more acceptable 
entertainment medium with the advent 
of what are deemed more ‘mature’ 
Graphic Novels... Like Watchmen and Dark 
Knight. Why do you think this is? 

“I think it’s good that comics have got a wider 
acceptance. I’ve always thought that they were 
a legitimate medium, although they have been 
used from time to time to express fairly juvenile 
and inconsequential things - there isn’t anything 
wrong with that, but I would like to see a 
greater breadth. Really it’s just another way of 
telling a story. 

‘‘I don’t like the way that certain sections of 
the media are only interested in comics because 
they think it’s this year’s fad. But I do think that 
there will be enough good material left on the 
beach when the tide goes out. 

‘‘The worst sort of comics are those in which 
nothing happens... comics written for the sake 
of it. The famous science fiction writer Theo¬ 
dore Sturgeon’s Law says that 90% of every¬ 
thing is crap, and I certainly think that’s true. It 
has to be. Otherwise the good stuff can’t be 
good. 

‘‘It seems that computer games are finding 
their own level in the same way as comics. I 
think that a lot of games, like a lot of comics it 
must be said, are pretty banal, and pretty 
repetitive - sort of like chewing gum. They 




n example of how a sketch was 
^constructed... First the frame¬ 
work of the ship is produced, the construction 
I mmmmmk *, lines are then erased and finally the detail 

added. 



FNave Gibbons: comic book artist, wri- 
L^ter, games player and former ten-pin 
bowling champion... 

won’t do you any harm but on the other hand 
they aren’t likely to do much good.” 

So which games have you found fulfilling? 

‘‘I find puzzle games the most interesting. And 
the flight simulations... Falcon’s brilliant. You 
get to the point where you think you are there 
and you find yourself leaning in the chair... 
Rocket Ranger is very interesting stuff, that to 
me is like those role playing game books. It’s a 
different game every time you play it. 

‘‘I suppose it’s a way of getting rid of the 
inherent aggressive side which must be in all of 
us... blast something away on a computer screen 
if you’ve had a hard day at work. It’s a bit 
frightening how much you do enjoy wading 
through aliens, but as long as it’s on a computer 
screen... 

‘‘It’s the same with comics. I’ve got a sone of 
nine and he knows very clearly the difference 
between violence in a comic or on a computer 
screen and reality. He can see all sorts of 
mayhem going on in a comic book, but if he sees 
two people in the street with raised 
somebody grabbing somebody else by 
he’s horrified.” 


C omics produced on a computer are 
nothing new, but none so far have used 
the computer as much more than a 
gimmick. Michael Saenz and Beno Gillis’ Shat¬ 
ter was the first computer comic. It appeared in 
june of 19895, with a story almost as lifeless as 
the computer on which the artwork was 
produced. 

Michel Gotze’s Das Robot Imperium on 
the other hand, is a more impressive work - the 
story is at best only marginally more enthralling 
than Shatter’s, but here the use of a computer 
is not just an attempt to be different. It’s been 
used as an creative tool. 

Michel created most of his sketches on an 
Atari ST and using a 3D program he produced 
‘models’ of scenery which could be enlarged or 
reduced and portrayed in any perspective or 
viewed from every conceivable angle. This 
inventive use of computers in the production of 
a comic strip is something which greatly appeals 
to Mr Gibbons. 

“One of the implicit things with comic strips 
is continuity. You have to draw people, objects. 


Have you developed an affinity for any 
particular character or publication during 
your prolific career? 

‘‘I like Zippy The Pinhead and Will Eisner’s 
Spirit, but I suppose on an all-time basis my 
favourite comic book character would have to 
be something elemental like Superman or 
Batman.” 

‘‘I do look at Viz from time to time. What I like 
about it is one of things which always appealed 
to me about comics... there’s something very 
democratic about it, that feeling that anybody 
could do it.” 

What’s the most satisfying thing about 
producing comics? 

“The beauty of comics, which is something 
doesn’t apply to TV or movies, is that with 
something like Watchmen it was just Alan and 
me and John Higgins (the colourist). There 
wasn’t anyone saying we can’t do that shot 
because that’s going to cost twice as much as if 
we set it up this way, or there’s such a lot of 
money riding on this that I think we’re going to 
have to cut that scene in case we alienate 
people. Comics are very much a personal vision. 

“One of the misconceptions about comics is 
that they are a written medium which is later 
illustrated, when in fact in the best comics it all 
happens at the point at which the words 



T his sequence from Das Robot Im¬ 
perium shows how easily images 
can be manipulated to create different scenes. 


































































become pictures. It’s the relationship between 
what’s said and what’s seen. There’s a marvel¬ 
lous book by Will Eisner (who created the 
Spirit), called Comics And Sequential Art, 
and he shows you the same picture with the 
same word balloon but with a slightly different 
image... 

“Another unique thing about comics is that 
you can read them at your own pace. There are 
things in Watchmen that you’d have missed if 
it was a film - even reading it you miss things the 
first time through, which was the intention, 
whereas in a movie all this detail could be a blue. 
Although I suppose it might get people to go 
back to see it again...” 

That said, Watchmen is uncannily cinema¬ 
tic for a comic book. 

“Yeah, I suppose so... With Watchmen, Alan 
and I would talk a great deal on the phone: Alan 
would run by what he had in mind and I would 
offer my embelishment and all the time I’d draw 
‘thumbnails’ (rough sketches). By the time I got 
the script I knew what the page was going to 
look like. 

“Another thing which added to Watchmen 
was a return to basics... keeping most of 
pictures the same shape and size so it became 
like watching the TV. The eye edits out the 
things that don’t change. When you watch TV 
you get so involved that you don’t notice the 
lamp or the damp stain on the wallpaper. 

“It also meant that when you came to a frame 
which was even twice the normal size it struck 
you as a big one. Like the aftermath sequence in 
the final issue. We knew from the very begin¬ 
ning that we weren’t going to have a full page 
picture until we got to that issue, just to 


iff 


22L. 


Beople were also drawn as skeletal 
■ frames and only filled in once a 
suitable posture was found. Only slight changes 
of gesture and features are necessary if the 
scene spreads across several frames. In fact, 
elements of other pictures can effortlessly be 
manipulated and merged to create a new 
image. 


emphasise the horror of it all. 

“Most comics tend to talk at the top of their 
voice all the time, and not just with what’s said... 
Dynamic angles and so on work for Jack Kirby 
(the infamous Marvel supremo) because the 
kind of stories he does are active with quiet 
highlights, whereas Watchmen’s a quiet story 
with active highlights. What you have to do is 
keep it down a bit so you haven’t reached the 
top of your volume before you want to.” 

Will the film will be worth shouting 
about? 

“Alan and I have blown hot and cold about it. At 
one point we thought it’s bound to be an action 
adventure film which we’re going to be asha¬ 
med of so we don’t care. But then when we 
heard that Sam Hamm was going to write the 
screenplay, and Alan and I had both seen his first 
draft of the Batman movie, which was great, so 
we thought ‘Oh well, it could be all right.’ 

“Sam’s simplified the story, as he had to, but I 
think he’s done a very good job of it. The stuff 
about the pirate has gone and so has the stuff 
about the foties heroes... it’s actually a comple¬ 
tely different plot from the comic book, but it’s 
got exactly the same flavour and attitude to 
things. 

Apart from the beginning, which I’d imagine 
had been imposed by the film studio. Most of us 
are familiar with the idea of superheroes, but 
they think the average movie-goer isn’t, so the 
movie starts with The Watchman’ in action - 
The Watchman is what they’ve called them, 
although we’ve strenuously tried to persuade 
them that they’re not called The Watchmen. 
There isn’t a group called The Watchmen. It’s 
really a term of abuse... 


D oc Manhanttan: the most pow- bte 
erful superhero ever. “He isn’t W* 
human - he's almost God. In the movie he has 
to look invisible almost, like he doesn't exist, 
which is how I tried to draw him. You probably 
noticed he doesn’t cast a shadow...’’ 


settings from several angles. A good example is 
the intersection in Watchmen, where you’ve 
got the news-vendor’s stand and a hydrant and a 
restaurant and everything’s got to stay in the 
same place and apparently - sometimes what’s 
supposed to be realistic perspective isn’t - be in 
relation to everything else. 

‘You have to perform a lot of mental 
manipulation, which means you tend to use 
‘stock’ images. What is interesting is the facility 
to draw a three dimensional image from a plan 
or elevation and manipulate it on screen, rotate 
it and actually view it from angles that you 
probably wouldn’t think of. 

‘‘What you’ve got to recognise though is that 
like anything else a computer is only a tool. 
When Shatter came out it was billed as the 
world’s first computer comic, as if the fact that it 
was done on a computer made it any better. But 
it was obviously a very experimental thing to 
do.” 



















was hearing that Terry Gilliam might be in¬ 
volved as Director. We thought “Wow, if 
anybody’s going to make the film with us he s 
the man.’’’ 

So what's next? 

“The thing that I’m doing next with is a comic 
called Liberty, with Frank Miller. The lead 
character... one of her, ah... Her! what a 
giveaway... One of her qualities is that she s a 
child of the computer age and is very very good 
at hacking into computer systems. We touch 
upon what we think might be the possible 
interaction of man and computer in a slightly 
future age. 

“We were very hesitant to talk in specifics 
about what Watchmen was about when it 
appeared, and in a way I’m very hesitant to talk 
specifically about what Liberty is about. If you 
said Watchmen’s about retired superheroes, 
you’d think ‘Oh, Liberty is about this girl who’s 
good on computers... 

“We’ve done a series of ads... you know like 
we did with Watchmen with those single 
images, like Rorschach saying ‘I wish all the scum 
of the Earth had one throat and I had my hands 
about it’ and you thought What s this about? 
Well, we’ve got the same sort of thing with 
Liberty.’’ 

Come on then, what are these ‘ads' like? 

(adopting deep-voiced American TV presenter 
accent) “Liberty: An American Dream 

“The first one’s about sport. There’s some¬ 
body dressed up in an American Football 
uniform, but it isn’t - it’s like a soldier’s uniform, 
and he’s running through the jungle and there s 
people firing at him... 

“Next there’s The Family. There s a room 
about the size of a phonebox, with three people 
in it, six inches away from a TV screen. And 


ily teach you anything, and the things that you 
do learn are the peripherals. 

“Liberty's taken a long time but it hasn t 
been spent sat at the drawing board redoing 
things. We wanted to do something different. 
It’s being published by Dark Horse, an indepen¬ 
dent publisher... a really nice bunch of people, 
and they’re small and dedicated to making a 
really good job of it. 

“It’s rather interesting that as a creator you 
get a publisher to work for you, a bit like if you 
made records, whereas it always used to be that 
the companies had their characters and you 
were lucky to work on them. Now it’s turn 
round and it’s very much creator led. That’s 
been a major difference in the industry and I 
think that’s very encouraging for the future.” 

And on this happy note we took our leave of 
the chatty scribbler, still clutching his mouse and 
putting the finishing touches to a particularly 
crude snowman, who would be better suited to 
a fridge door than a mature graphic novel. Still 
it’s early days yet — and if Mr Gibbons interest 
stays at this level, it may not be too long before 
the link between comics and computers becom¬ 
es even closer. 

difficult about drawing Rorschach is trying not 
to make the blot look too much like a face.” 


then there’s Education. All that Education is, is a 
room full of computer screens with a kid in 
front of each one looking at an identical image... 

“At one point you see Martha - that’s her 
name: Martha Washington - you see her 
cheating at this quiz. The president at the time is 
Rexall and she’s doing this test which says 
‘Which president passed this law...’ and she 
presses A for Rexall. ‘Which president this...’ 
Rexall. And so on. 

“She says ‘just press Rexall every time, it’ll 
get you at least a B. And just as she says that she 
gets a question wrong and the computer says: 
‘Your grade is C. So she says ‘It doesn’t always 
give you a B... but I can fix that.’ And she hacks 
into the central computer and changes her 
grade. 

“The teacher’s watching over her shoulder 
and he says: ‘I don’t know Washington, I was five 
years older than you by the time I learned how 
to do that. You know, you’re so clever in some 
ways but in other ways you’re so stupid. I bet 
you don’t even know which president crossed 
the Delaware...’ And of course it’s George 
Washington - and she goes ‘Rexall?’ It’s a real 
nice little sequence. Education doesn’t necessar¬ 


Dave Gibbons DPaint-drawn 
k Rorschach. “The thing that’s 
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FOR v FAST SALES 


MICRO-TECH 

COMPUTER TECHNOLOGY 

COMPUTERS BOUGHT, SOLD 
AND EXCHANGED 

Second-hand ST & Amiga Software 
Plus all the latest titles 

New shop now open at 
96, Seaside 
Eastbourne 

PC’S, XT’S, AT’S, 286 and 386 
Sold and Network Systems Installed 

0323 411 391, 0323 412 182, 0323 412 183 


WCA BUSINESS SYSTEMS 


We offer a wide range of software for the 
Amiga and Atari ST machines. All the latest 
titles at competitive prices. 

Amiga 500 plus Modulator & Photon Paint 
ONLY £369.95 inc. 

For free catalogue contact: 

WCA Business Systems 
295 Peniel Green Road, Llansamlet, 
Swansea SA7 9BJ, South Wales 
TEL: (0792) 772745 


ATARI ST PHOTO 

DIGITISING SERVICE 

HAVE YOUR PHOTOS DIGITISED AND SAVED TO 
DISK IN BLACK & WHITE, OR ONE OF FOUR 
COLOUR TINTS. 

£0.45 PER PICTURE FOR BLACK & WHITE 

£0.50 PER PICTURE FOR COLOUR TINT 

FOR MORE INFORMATION AND ORDER FORM. SEND SAE TO: 

ST DIGITISING 

90 Narford Road, Clapton, London E5 8RD 


BETTING GAME Realistic, exciting, horse racing 
PBM, owning, Betting on horses. Fast turnaround. 
Cash and trophy prizes. £3 start-up, £1.50 per turn. 
M. J. Gibbard, Pixies Nest, Wainhill, Chinnor, Oxford 
OX9 4AB. Tel: Kingston Blount 51598. 

AMIGA 500 MOUSE joystick, mousemat, 40 or more 
games, dust cover, deluxe paint. Still under guaran¬ 
tee. Only 8 months old. Excellent condition. Bargain 
£350 ono. Simon Ritson, 167 Cumberland Gate, 
Copy Lane, Netherton, Merseyside L30 7PY. Tel: 
531 7607. 

PUBLIC DOMAIN software for the Amiga. £2.25 per 
disk, £20 for 10 inc p&p. Send SAE to V. Pike, 23 
Elborough Road, Moredon, Swindon SN2 2LS. Tel: 
618 343. 

CONSPEC 2 MEG RAM EXPANSION for Amiga 
1000. As new, six months old. £400 ono. Ring 0709 
586 393 after 6 pm. 

ATARI 520 STFM with built in disc drive, mouse, 
joystick, dsisc box plus over £700 of software. Tel: 
674 7210 between 4-6 pm. 

FOR SALE ATARI STEM mouse, joystick, plus 25 
games for just £250 ono. Also C64/128 with more 
than 50 games, just £100. Tel: 302 5744 (ask for 
Garry). 


FREE F.S.I. - Amiga Cat. demo, 
send one diskette with your 
address to get acquainted with 
FSI and FHI. 

Foundation DATA-USER 
International, P.O. Box 1057, 
NL-5602 BB Eindhoven 


Amiga, Atari-ST and IBM-PC 
Sotw. on Nashudisk etc. from 
£2, - Incl. sending, postage and 
Internationale Soft-User-Help 
Service. 

Foundation SOFT-USER 
International, P.O. Box 1057, 
NL-5602 BB Eindhoven 


F.H.I. Users-Discount 10%, 20% 
and more on 1001 Hardware parts 
incl. sending, postage and 
Internationale Hard-User-Help 
Service. 

Foundation HARD-USER 
International, P.O. Box 1057, 
NL-5602 BB Eindhoven 


ATARI ST AND 

AMIGA SOFTWARE 

We have an all round selection of disks FORE HIRE. Apply now and 
hire your first four games free. Around 1,500 different original titles. 
For full details send a stamped addressed envelop or telephone 
Tuesday to Friday, 7pm-10pm 

LOW ATARI PRICES 

Atari 520 STFM £299.90 post free + 15 disks. 
Amiga A500 at only £379.90. Post free. 

BEST QUALITY DISKS 

Top quality unlabelled 3V4" double sided disks 
10 for £12.95 50 for 54.95 

25 for 129.95 100 for £99.95 

Happy Discovery cartridges for the ST 
Only £169.90 or £319.90 for 2. 

£10 reduction on Happy Discovery cartridge if ordered 
before 31st August. 

Uses include backing up all ST Software to date. 
Send sae for details 

GAMES & SOFTWARE 
Dept THO, 35 Tilbury Road, Thorney Close, 
Sunderland SR3 4PD 
Tel: (091) 528 6351 Prop: P Taylor 


PUBLIC DOMAIN SOFTWARE 
AND SHAREWARE 


Extensive ranges of Public Domain Software & Shareware 
available for the following Computers 

IBM PC & Compatibles 

including Amstrads 

£2.95 per 5.25" disk £4.50 per 3.5" disk 

COMMODORE 64 & 128 

at £2.95 per 5.25" disk 

Commodore AMIGA 

from £3 per disk 
Atari ST 
from £2.80 per disk 


KINGSWAY COMPUTERS 

140 Rushdale Road, Sheffield, S8 9QE 
Telephone: 0742 588429 


THE GAMES SHOPPE 


Quality games for the Amiga and ST. 

Examples, Populous £15.95, 
Emmanuelle £12.95, War in Middle 
Earth £15.95, Tiger Road £12.95 
SAE for our full price list (state machine) and 
details of our ST special offers. 

THE GAMES SHOPPE 
2 Crawford Village, Upholland, 
Lancashire, WN8 9QP 


SOFTWARE EXCHANGE 


swap your used or completed Atari b i programs. 
FREE MEMBERSHIP. The economical way to sen/e 
your hobby. Don’t leave programs on the shelf 
collecting dust. Get replacements to suit your tastes in 
software for a fraction of the cost of new programs. 
How? - Just send a SAE for full details to: 

UK Software Exchange Club (THO) 

15 Tunwell Greave, Sheffield, S5 9GB 


?■ CLASSIFIED COUPON 

All you have to do is fill in the coupon below including your 
name, address and telephone number and send to: 
Classified Dept, The One, EMAP, Priory Court, 30 - 32 
Farringdon Lane, London EC1R 3AU. 

Maximum 30 words. Your advert will appear in the earliest 
possible edition. 


ST/AMIGA SOUND AND GRAPHICS FOR ALL! 21 

amazing ST/AMIGA demos by top hackers and 
crackers. A full 2 hours entertainment on VHS 
cassette - order now and beat the rush! Only £4.99 
from Ace Supplies, 2 Old Mill Close, Market Weight- 
on, York Y04. Tel: (0430) 872395. 

AMIGA SOFTWARE Gunship, Darkside, TV Sports, 
Footballi, Microprose Soccer, Lombard Rally, Bat¬ 
man, Eliminator, Pacmania, Goldrunner, Karate Kid 
II, Strike Force Harrier. All boxed as new. Full 
instructions etc. £100. Ring 03596 8374. 



Name:. 


Address:. 


Tel:. 


Have you included the fee of £6.00? 

Make cheques payable to EMAP PUBLICATIONS LTD 

CONDITIONS: 

The Advertisement Manager reserves the right to alter, reject or 
suspend an advertisement without assigning any reason. 
Advertisements are accepted subject to approval of copy and to 
the right of the Advertisement Manager to alter, reject or cancel 
any order without explanation. The Proprietors are not liable for 
any loss from any cause whatsoever, nor do they accept liability 
for printers’ errors. The Advertisers shall indemnify the Publishers 
in respect of any claim, cost and expenses arising out of any 
libellous or malicious matter or untrue statement in any 
advertisement published for the advertisers, or any infringement 
of copyright, patent or design therein. The placing of any order will 
be deemed to be an acceptance of these conditions. 
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V eteran coder Andrew Braybrook parks 
himself in the Backspace hotseat to 
answer some criticism hurled at him 
through The One’s Letters page... 



I ’ve been writing commercial games software for 
nearly six years now, and before that I wrote a 
number of COBOL games on an IBM mainframe in 
my spare time. The graphics modes on an IBM 
mainframe test-only monochrome terminal left some¬ 
thing to be desired, so I left to concentrate on games 
full-time. 

I started on the Dragon 32, writing in 6809 and 
converted three games, then I moved onto the C64 as 
the Dragon waned. That was a sad day as the 6809 is a 
great 8-bit chip to work with. I’ve now written seven 
games for the C64 and I don’t honestly expect to 
write any more as I’ve finally moved on to 68000. I 
thought it would be nice to dabble in 6502 from time 
to time, but the demise of the 8-bit market, the 
frustration of cramming a quart into a pint-sized 
computer and the ease of coding 68000 put paid to 
that idea. 

Over the last few months I have come across a 
vociferous minority of Amiga owners who are com¬ 
plaining vehemently about the quality of their soft- 
' ware, mainly what they call ST port-overs. I think that 
their aim is off slightly as most British-produced 16-bit 
software is developed for both machines. In the early 
days of 16-bit, the ST took off quicker in this country 
so most software was produced for it and ported over 
much as an afterthought. I expect the programmers 
were quite surprised at how easy it was. Nowadays 
sales of games are about equal, and both are too low 
to warrant single development. In the US and 
Germany, where most non-UK software is originated, 
the ST has ail but disappeared from the games market, 
so naturally their Amiga markets are larger, so they 
can afford to produce Amiga-only titles. 

Now I have seen good and bad British software, 
much ported, and I have seen good and bad Amiga- 
only software. This I believe to be because although 
the standard of actual programming is very good 
across the board, similarly the standard of presenta¬ 
tion, graphics and sound is excellent, but so much 
memory has been spent just trying to out-present all 
previous games that there isn’t enough space left for 
what really matters, gameplay. 

In my experience, over 40% of the space in the 
C64’s 64K was dedicated to game code, but in the 
Amiga and ST the space left for code is about 15%. 

Blowing vast quantities of in-game memory on 
sampled sound effects has got to be the biggest waste 
of space going. I’d like to sample my Rickenbacker 
400IS bass guitar for future use, but to do it properly 
you need to sample each string as they have different 
tones. But then you can pluck each string near the 
front pickup for a bassier sound, or near the back for a 
more trebly sound, so we need eight samples. At 25K 
a throw that’s 200K already. 

The basic fact is that although samples are better 
quality than generated ones, they tend to have a 
limited frequency range and are often untidy at each 
end, and they get repetitive after a while. In Rainbow 
Island we got 18 instruments, 31 sound effects and 
the player to run them all in I5K, much less than one 
good sample. This gave us more space to spend on 
game-logic. 

So, in conclusion, I don’t think that port-overs from 



the ST are particularly the problem, it’s just that the 
standard of game design has fallen behind as a lot of 
the 68000 programmers are not games designers and 
too much machine space is being devoted to presenta¬ 
tion, at the expense of gameplay. It is something of a 
sad situation that good presentation is mandatory to 
impress publishers and professional buyers who often 
will not actually play the game at all and you, yes 
YOU, the end-user are the first to discover that there 
is no gameplay. 

So what’s the answer? As with the music business, I 
think it’s important to pay attention to who has 
written the software, not who has published it. After 
all, you don’t go out and buy an album because it’s on 
the Vertigo label, you buy it because it’s by Rush. 
Don’t buy games by authors who have produced bad 
games unless you’ve played them first, and do buy 
software by people you can trust. In the main, good 
authors want to be around in years to come, I know I 
do, so support them by buying their software in the 
knowledge that they’re not going to rip you off. And 
don’t rip us off by pirating software. I agree that £25 is 
too much for Amiga software, I’d like it cheaper too 
but pricing is not up to me. Piracy won’t help. You hit 
the programmers worst because the programmers 
make the least money per unit despite having put the 
greatest individual effort in. 

In response to Alan Johnstone’s letter in your May 
’89 issue, I would just like to take the opportunity to 
clear up one or two matters regarding our Rainbow 
Islands project. Just to recap, we have converted the 
arcade original accurately to the ST and we are 
building an Amiga version from this, replacing routines 
and using the Amiga’s capabilities where possible. 

Mr Johnstone’s argument is basically that the Amiga 
is miles better than the ST and therefore all Amiga 
versions of games should be written from scratch to 
ensure that this is clearly seen. Whilst agreeing that 
the Amiga has some superb hardware in it, especially 
in the sound department, it all depends what you are 
trying to achieve with a program as to whether the 


Amiga’s hardware will be useful. 

Clearly, smooth horizontal scrolling is useless when 
Rainbow Islands scrolls vertically only. A 32 colour 
background is useless when the arcade original has 
only a 16 colour background. Four 15 colour sprites 
16 pixels wide multiplexed are useless when the game 
can run up to 60 objects on screen at once, each in 15 
colours, some up to 56 pixels wide. 

Basically the arcade machine has a considerably 
higher specification than the ST or the Amiga. Yet the 
game designers chose not to use many of the facilities 
offered by their hardware. Why? Because the game 
that they had designed works superbly using only a 
selection of the many possibilities available. They did 
not feel the need to run a multitude of special effects 
one after the other to try to impress the easily 
influenced. The game’s strength lies in its gameplay. 

In building an Amiga version, we obviously consi¬ 
dered 32 colour mode for the graphics and concluded 
the following: 

1) the two double-buffered screen would increase 
in size by 8K each for the fifth bit-plane, 

2) the internal scroll-barrel screen would increase 
in size by I OK. 

3) all plotted graphics would increase in size by 
20%, from 11 OK for the resident sprites up to 
132K, and from 60K to 72K for the largest 
island. 

4) allocating a fifth bit-planecauses a 25% loss in 
performance of the CPU and/or blitter whilst 
bit-plane DMA fetching, about 16% perform¬ 
ance loss overall. 

Thus we realised that 20% of the graphics would 
have to be cut out to still fit in 512K, and the game 
would run slower having to plot the extra bit-plane 
for all graphics and backgrounds and due to perform¬ 
ance loss. Having worked hard to get ALL the game 
features into the ST version I believe that we made 
the correct decision in keeping them all for the 
Amiga. It would have been nice to have about four 
extra colours but it’s a small price to pay. 

The next thing we came across is that the Amiga 
CPU runs at 7.16 MHz, against the ST’s 8 MHz. Again 
a performance loss. This is to be offset by using the 
Amiga’s blitter. Now first off, the blitter is not some 
all-powerful chip that does anything you want, yester¬ 
day, for free. It’s faster than the Amiga’s CPU at 
copying data and plotting into bit-planes, but it has to 
do a large amount of work to catch up with an ST’s 
CPU doing the same job the hard way. 

Overall, for Rainbow Islands at least, the Amiga 
and ST may thus be considered as very similar. The 
main differences that remain are that the sound on the 
Amiga will be better quality, and on four channels, and 
the game will be on one disk rather than two, so 
instead of one or two disk swaps per session, you 
won’t need any. 

The Amiga is certainly capable of some spectacular 
things, but it requires a task specifically designed for it. 
We have some ideas for designing games which do not 
need to scroll in all directions for the ST but may be 
more easily enhanced to do so on the Amiga to make 
use of it better. 

As a programmer of both machines, I do not have 
any interest in the ‘my-machine-is-better-than-yours’ 
debate, unlike Mr Johnstone who, I suspect, is more 
worred that the ST version of Rainbow Islands will 
be as good as the Amiga version rather than the 
Amiga version being as bad as the ST one. 

We have endeavoured to produce a close imitation 
of the arcade game with the emphasis on playability on 
all versions. I would urge everybody to simply judge 
the game on its own merits, whatever their machine, 
and buy it if they like it, I ask for nothing more. 
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